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BEHIND THE SCENES HALE-LIE 


I Though HaltLife evolved from the Quake engine. 
it moved the genre on much more than id's gene! 
birst-person shooter series ever did. 


BEHIND THE SCENES 


¢MHALF-LIFE 


Subtle and disturbing, slow-burnin: 
terrifying and occasionally hilarious, 
Valve Software's Half-Life is ome Of yoo espuoyersne gumepiny tattiovn 
the most influential videogames of iEinraIEnnEEIEnEn 
all time. Crowbar in hand, games™ 
returns to the abandoned halls of 
Black Mesa to find out why 
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Al Designer 


CONCEPTS AGAIN AND 
AGAIN AND AGAIN 
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y develop it. 
worked their concepts again and again 


in until they had something we 


Posted by: 

ISWOOPER DI 

4 My first experience of it all 
atter the opening train ride 
‘was constantly bothering 
‘everyone with the talk button. 
Must have heard those same 


lines about 20 times each. 


Posted by: 

4 Whilst the game was 

«an incredible epic, the 

real memories for me were 
finding two little mods called 
Counter-Strike and Team 
Fortress. | had recently had 
my appendix out and was 
off school. I ran up a three- 
figure ‘dial-up’ bill as Td been 
playing it tor hours a day 
when you still used to pay by 
the minute before 6pm, 


Posted by: 

SHADOWMAN 

4 The opening train ride 
seemed to last forever 

cand when it finally ended 

I managed to fall off the 
platiorm and kill myself 
meaning I had to sit through 
the thing again. Oh yeah, and 
the game going from amazing 
to frustrating the second I 
stepped onto the alien planet 


4 I think it was the narrative 
that was s0 memorable, We 
take it for granted now, a 
shooter having « storyline, 
but think back to 1998. The 
heavy-hitter FPSs were Unreal, 
Quake Hand Jedi Knight. 
Unreal and Quake IT had 
loose plots that were there 
merely to provide a pretext for 
the action. Jedi Knight had a 
rich plot, but it was driven by 
pre-rendered cut-scenes and 
folt as if they wore a reward 
for playing the game, not 
intrinsic to the game itself 
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Hatt-Lites alien spacies somehow 


managed to look indistinct and 


at the same time, That's good desi 
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m seat t 
and listen to that 


And after that, a solid ten-t 


ou do battle with suc! 
ning vending machir 


IN THOSE OPENING minutes, Hc 


med its back on the masturbc 


ry excesses of 


porarles, and in doing so set the tone for 

the rest of the gai alls to com 

her than maybe Sam), Exposition, hitherto 

relegated to walls of perfunctory text 
4 la Doom, took place comple m 

This had the effect of ly integrating 

its shoot ry wasn't treated 

as a neces: y evil ora for 20 murs of 

mindless killing; rather, it was just as integral to the 

game as the gunplay ical change, 

Laidlaw agre¢ k we were 

doing Half-Life, and, su gh, it with the 

x wrecked spaceshi 


who was more than happy ‘0 anything e 


ur of love grow into its full 


be huge. We were all b 


nt, when the Valve team t 


least at the time, my favourite type 


sre building 
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iat ne integration 5 technique 


on that players 
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that a recent frontal lobe injury has rendered 
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For when designers on the original 


sequence to John Carmack v 


player could watch his fello 


game of cards before being eviscerated 


he replied that “story in a 


ry in a porn movie, It's expected to be there 


not that important 


concept design for Gordon Freeman, 


hy raves Sacrenscacke od his design has been refined aver the 


How, 


{ Half-Life, where the 


minute 


‘years since his conception, 


us feeling alittle bite 


new way of telling videogame storie: 


Becar sre never saddled with two minutes 


> player 


o{ helpful pre-rendered dialogue warning them of the 


h, or the arrival 
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information that sur 
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ards provided. empha! 
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from the beginning ~ tc rather than 
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s had 


ther themselves 


2 detectives hnology first. A lot of our 


m what 


aver the years, Black Mesa made a huge impres too, and un 


ings and strength: 
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ration of play 
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Half-Life is a 
masterpiece 
of epic 
proportions, 
the Saving 
Private Ryan 
of first-person 
shooters. You 
know youre in 
for something 
special right 
when the 
opening tram 


immerses you 
in a convincing 
world. 


is applied in a piece 


ll some of the cleveres 


in videogames and the world 


intersy 


s, though, it's simp! Half-Life 
sn Laidlaw realise 


dynamic exposition, first 


suse Gordon 


ar things. 


nay be the thinking maris shootor, 


HALL OF FAME... MR. GAME & WATCH 
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Furtherm 
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IK. SAMUS. KIRBY. DO! 
Nintendo is the maste 


KONG. 


wata Ask 
riginally called 'Mi 


INKEY 


en it com 


jul while Nint 


t gaming pa’ 


while trying to € 
Sheritt 


azliest 


D games designe 


xy into mobile 


2 periphera! 
le, Fire). And 


8 and 


ni 
h Mr. ¢ 
ach to videog: 
of Mario, Ni 


jatch that 


hbrand, he's as close at it comes to being a playable log 


Aen! ji | 


The close-up view of Judge aitoried amore «Fe sees the character getting his oly hide Ml The character was revived by Nintendo when Mz Game & Watch featured on the Game Boy 2M Game & Watch's Final Smash move in SSB Mr Game & Watch battles to reach his outside Our hero catches falling porachutists as they Bail starved Mr. Game & Watch, but he was 
detailed look ot Mz Game & Watch. Look, teeth! saved by a poi of firemen, he appeared in Super Smash Brox. Melee. thanks to the Game & Watch Gallery series sees him change into a giant octopus, Joo while avoiding 6 shower of fools in Helmet pump into sharlcinkoeted westers. replaced in the 1991 remake, Mario The Juggler. 
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MR. GAME & WATCH 


a GAME & WATCH' 
UNSUNG HEROES 


s a Though he was designed to adapt to any role, Mr, Game & Watch 


didn't actually appear in all sixty of Nintendo's handhelds. Some 
games featured bespoke characters, made to fit the loosely sketched 
fiction of later games. And as the designers acquired various cartoon 
licenses, or worked with IP derived from their own NES and arcade 
hits, Mr. Game & Watch gradually had to make room for more iamous 
faces. Here are just a few of them. 


a 
fs 


1. CHEF 2. FIRE | |3. OCTOPUS | 4. 


Variants: Widescreen Variant: Silver/Widescreen Variant: Widescreen Variant: Sily Variant: Micro Vs System Variant: Widescreen/Panorama! 
Year released: 1931 Year released: 1980 ‘Year released: 1981 Year released: 1980 Year released: 1984 Tabletop 
Play it on: G&W Gallery 2 and 4, Play it on: GkW Gallery 1, 3and4 Play iton: G&W Gallery 1, 4 and Play it on: Game Boy Gallery. GkW Play it on: G&W Gallery 4 Year released: 1983 Variant: Wide screen 
Cooking Guide: Can't Decide What G&W Collection 2 Collection 2 and DSiWare Year Released: 1981 
To Eat? (as an unlockable), DSiWare THIS LIGHTHEARTED TAKE on a 
bleak premise found players assuming THE UNCOMPLICATED BRILUANCE —_IN VERMINYOU play somec 
en as they save of the Game & 
summed up pe 
which f 
cont 


Variant: Table Top/Panorama 


‘ake Barry McGuigan 
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lise that beat-'em-ig 
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but, regardless, this quirky game of a deep sea diver (wi prime position to hen actually iseit all Hl nye coin-op (1 
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2 fork, hold it up and then randomly g Pelor Puppies ind Mr. Game & take on the popular 197] coin-of -endo's popular NI ha mallet by Bhuto - weird but 


> your timing, warshmatlov. ash move in the &: attraction Whac-A-Mol ddly captivatin out a fire using a faulty he 
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'_, PORTING {0520/55 


After months of mocking history's worst arcade conversions, 
games™ thought it was high time to talk to the people 
responsible for some of the best and worst examples of this lost 
art, and find out exactly how difficult such a process could be 
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presence in the transter to home con Asse y fee highlight 


balls of the world made as much mone: 


1 particular game big factor 


jection of which individual developer 
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ul how to rip them out of CONTINUED > 
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The Box 


Steve Blower was a prominent 
package designer and 
illustrator in the Eighties, 
working for Bug Byte, Imagine 
Software and Ocean. And, 

as he explains, the art of 
designing the packaging 

for arcade conversions 

was somehow much more 
strict and open to publisher 
interference than any other 
part of the process 


= How did you get into the 
ef55 videogames business, and how did 
you come to be involved in videogame 
packaging desig: 
It was around the period 1981 when I was 
working from my own studio in Liverpool 
as an illustrator/graphic designer. I was 
d by a local adv 
to produce an illustration for 
colour ad for Bug Byte, 
videogames develope: 
of the staff at Bug Byt 
Mark Butler and Dave L 
work and visited me at my studio asking 
if I would be interested in producing 
for their first videogames. 
duced the illustrations for 


and also designed the Imagine logo. 
Mark and Dave then asked me if I would 


be interested in joining Imagine as a 
junior part in their fledgling video 
company, Imagine Software. I acc 
their offer, designed the Imagine logo 


and joined them in their new offices in 
Temple Street, Liverpool. After the demi 


of Imagine I was approached by David 


Do you recall any particular 


Ward of Ocean Software to join Ocean as 


creative director - a posi 
that I thoroughly enjoyed 

for a period of 14 

winning numerous industry 
awards, including four Golden 
Joysticks, for packaging and 
advertising design. 


When working on arcade 

wersions, how much 
support were you given by the origi 
arcade manuf 
Licensed Arcade 
to follow detailed specifications 

y the licensing publisher 
who, more often than not, supplied 
colour transparencies of the 
illustration and logos. We were 
never left to our own devic 
entirely, apart from the design of the 
rear of the packaging, instruction 
manuals and advertising. As the 
industry progressed ~ and with 
the introduction of con: ased 
games - then the licensing gam 
manufacturers became much more 


Irecall that one arcade 
manufacturer was particularly 
difficult to work with at th 
time. All artwork for packaging, 
which was produced without 
the aid of computers, had to 
be sent to Japan for approval, 
which always took longer than 

expected. We often found that, 
although we followed their style 
guide to the letter, the design would be 


LICENSED ARCADE 
CONVERSIONS HAD 
TO FOLLOW DETAILED 
SPECIFICATIONS 


failed’ for some banal obser 

jardin g 
was more subjective than objective. We got 
around this by keeping our design input to 
a minimum, and almost asing with it 
altogether on the front of the packaging. 


What was the best thing about working in 


And did those manufacturers place any this particular eld? 


Kmitatio yor ma of what you 
could and could not write or display © 
the packaging? 

Absolutely. The placement of graphics 


‘The best experience I had was working 
Ocean Software in the early days 

(1982 - 1992), The industry was young and 

incredibly dynamic, I was lucky to be in on 


elements such as barcodes, the licensor's it at this stage, as I had free rein to let my 
logo, format icon, et cetera, had to follow creativity work at its best for Ocean, and to 


a generic format. We were not allowed to see the effect of it. The whole industry was 


crop the central image illustration. 


4 


such a buzz. 
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id. It pr 
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Combat School a! 


what matke 


lack 


e the things that pe 


also have 
s his cotton s¢ 


for making your own game 


sverlays. And without 
I think 


Ste Pickford discusses his time designing 
loading screens for Eighties conversions 


“BEARING THE LO 


BON 


The most difficult 


{ arcade 


umn lettering, 


af, 


1 Eighties gamers had to spend several minutes staring at « loading sereen 
they got to play the game, Good thing most of them looked ace 


said about it 


did, NARC got the 


origina 
ther 8 

proba bly the moat technic 
of work I did on that platform. But personally, 


at a ga 
ing drug de 

1 little bit monotonou: 

Shinobi, It looks like a 


ade 
onge 


ferrite Pace 


$0 [OO [EN TO [OOOO 


PORTING HEROES 


naikes it easy to 


age got to pl ar de machin 
free and ¢ fact that th 


capabiliti 
rdware bei 


fort an 


2 on the 


ae 


‘Dragon N 
Dudes, was a vibrant, colourlul arcade tile, 
On home formats, not so much. Mik Rik Bik 


AY SCORE S: 00 ‘LEVEL 
O6307S ENERGY 


5 


The world’s most embarrassing 
console ports under the spotlight 


unrealistically better than anything 
else on C64. That's quite suspicious. 
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THE HYPE 


ANY HOME CONVERSION of 
Space Harrier will instantly fail to 
match the coin-op game simply 
because it doesn't have the hydraulic 
cabinet, which was half the fun, if 


The original 


‘Space Harrier’: 3 
cons game on pertienk | oe common criticism 
a patterned boss is done a of C84 Space 


Harrier is that it's 
too fast. But that’s not 
strictly true. The real 
Problem is that the low 
number of frames makes 
obstacles and enemies 
seemingly appear out 


floor to simulate a 
feeling of Moving in 
3D space, but the C64 
version is so flat and 
lifeless it barely tries 

to look the part. The 
tesulting game is much 


teal disservice in the 
C64 conversion. Elite 
got the use of multiple 
Sprites right, but 
wherever they overlap, 
graphical glitches make 
the dragon transparent, 


4 less exciti ; of jr 
we're honest. To make up for that, Ss exciting than the revealing th nowhere and jump to 
J coin- ig the grey the fi “on 
suaes o the port needs to come as close to Snes background behind. causing uals nee 


LIKE MANY SEGA games of the period, Space 
Harrier debuted in the arcade and immediately 
attracted swarms of gamers, eager to see 
another slice of cutting-edge coin-op action, The 
1985 release came in three different cabinets, 
the best of which sat the player in a hydraulic 
seat that rocked them from side to side in 
accordance with the on-screen action. It was a 
gimmick that got people to drop a credit in the 
coin slot, but it was the game itself that kept 
them coming back. Transferring the gameplay of 
the 2D shoot-em-up into a simulated 3D space, 
it looked incredible and played pretty well too, 
the sense of speed and huge multi-sprite bosses, 
in particular, making it one of the most-played 
arcade games of the era. 


This is the spar 


replicating the three-dimensional 
thrills of the actual game as is 
possible, but the Commodore 64 
version actually does the opposite by 
stripping out any sort of effect that 
could impress the player. The illusion 
is so weak, in fact, that the dragon 
appears to be crawling along the 
floor like a slug. The speed is there, 
but with so few frames of animation, 
the game is virtually unplayable. 
Inexcusably, the memorable theme 
tune is unrecognisable in its SID 
chip form and the iconic "Welcome 
to the fantasy zone” speech is 
nowhere to be heard. 


What You Should Have Played It On 


GOD te000000 asisso Md we ha 
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BEHIND THE SCENES STAR WARS: THE EMPIRE STRIKES BACK 


<a FORUM, 
Posted by: 
BBINARYROOSTER } 
~ 


4 It was one of the first times 
'& Both enemy and player changed colour depending on how much 


1 Shoot an ATAT enough and its power generator will be 
revealed. ifs effectively a weak spot and if youre lucky enough 
to hit it then the wisole thing will go down. 


BEHIND THE SCENE 


STAR WARS: 
THE EMPIRE 
STRIKES BACK 


i damage thoy tok was a clover way of apresotng heath wiht shislSa by lantiog was agueck 
It was the first ever videogame to come from samng De See aru a touch, and geting temporary 
invincibility when you ‘used 


I remember a videogame 
actually resembling the film 

it was supposed to be based 
on. For « 2600 game, it was 
quite atmospheric, with the 
relentless march of the AT-ATs 
Giving it a sense of ominous 
urgency. Recharging your 


Parker Brothers, and was the very first game 
to plunge you into the Star Wars universe 
™ look k on, talk h 

makers of, ioneering shoot-’em- 


the force’ made for a great 
few seconds of unadulterated 
blasting. A truly impressive use 
of 4k of memory. 


Posted by: 


4 Woll, it was the first game I 
remember that had bosses that 
tumed a different colour when 
you shot them so you knew 

you were making progress. 
thought that was very cool, 
though I was only about seven 
or eight at the time. I also 


al ONE OF THE carliest lessons learned in 
videogame publishing, and one that still 


The development team would have liked to include the tow-cable 


nings true today, is that the license is king. gameplay. as seon in the fm, bu twas vitualy impossible on the Temember it being alot less 
Atari learned the lesson first, securing hit arcade ‘Atari 2600. Star Wars fans would have to wait for the N64 forthat.  lickery version of Defender. 
conversions for its 2600 games console to lure in a eave oat reac bas 

suneri cfoks aGiip seven year, I was 

huge, game-hungry crowd, but it was the advent of eit digdselieseon 
movie licenses ~ like Raiders Of The Lost Ark and E.T: boxed copy of Empire Str 
The Extra Terrestrial ~ that represented the biggest = ~ Back in pertect condition. I 
opportunity to attract a wide audience, And as movie played # ogain and - you 
licenses went in the early Eighties, there were { _ _ know what? —it ail plays 
that came bigger and more popular than Star Wars. really, really well 


Although Lucasfilm had opened its own game 


development division in 1982, George Lucas's house —_—— — 


of coders was actually unable to create its own 
Star Wars games at that time, since the brand 
had been licensed out to other publishers | AS MOVIE LICENSES 


COMMANDER JAMESON J 

4 Tove this game. Easy to 
draw parallels with Defender, 
but way cooler. It chugs along 
ot a fair old pace, and when 
you're into it and those AT-ATs 


have sped up a bit, i's areal 


prior to Lucasfilm Games’ formation, Atari WENT. 
feed socaed derears Heense (aol es , THERE WERE 
dhs to release is groundbseaiing wieiome | FEW? MORE POPULAR 


challenge. The colours were 
shooter in 1983, but it was Parker Brothers who 
afta 2 console wualy | THUAN gongous, graphics basic but 
earn, et ten soe pon ct STAR WARS =n 
Programmer Musician ended up releasing the world’s first Star Wars satcioesLithertis:¥e 
Sam Kjellman game, curiously based upon the second film. tpeemed to be over and cbove 
Designer, Artist In charge of bringing that game to life was Rex its peers (ty playing Combat 
+ + Bradford, an “avid science fiction reader” who had after an ESB session; it's like 


wading through treacle, and 
Combat's a good game!). You 
always feel like you stand a 
chance and, when you die, you 
never feel robbed of a life. It's 


“seen the original Star Wars movie something like 
ten times.” Despite his love for the source material, 
however, Bradford hadn't joined Parker Brothers 
with the intention of making a Star Wars game, 
and wasn't nm that interested in videogames 


perfect risk/reward gameplay, 
at all. "I was a board game fanatic growing up, hovering in front of an AT-AT 
both as a player and as a budding pumping bullets into its face 


inventor,” he reveals. At the University 
Massachusetts, I taught myself CONTINUED >. 


thinking, ‘any nanosecond now, 
it's gonna shoot ~ DAMN!" 


——= A 


1MIGA 
s- 


Based entirely 
around the 
AT-AT scene, 
this was a 
side-scrolling 
shooter that 
managed a 
remarkably 
solid job of 
recreating 
the Star Wars 
vehicles using 
2600's limited 
resources, 
Retro Gamer, 
Issue 13 


pel cepa Ec etasarere percent Mei 


Leider opettonty ch 


amming, but didn't write 


To say that the Atari 
2600 was difficult to 
program for would 
definitely be an 
understatement, 
and to demonstrate 
that there's no finer 
example than Rex 
Bradford's initial 
experiments with the 
hardware. Approached 
by Bill Bracy to create 
a Star Wars game, 
Bradford created a 
test image to prove 
that recognisable 
movie-based sprites 
were possible on the 
system. After two days 
of work he produced 
a huge bust of Darth 
Vader, which filled the 
screen and impressed 
Bracy with its superior 
colour and shading. 
Pleasantly surprised 
with the results, Bracy 
asked what Bradford 
could do with the 
image but was 
disappointed 
to hear that 
nothing was 

i " emely seriou possible at all. “T've 
inds of sounds. I prog < memory rt , i used up all the 
ace space,” he replied. 
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Before Nintendo became a global household name, it 
already had a rich history producing fun and, in some cases, 
downright wacky toys and games. You may have heard about 
the Love Tester or Ultra Hand, but few in the West are aware 
of just how broad Nintendo's output was in this period, and 
the extent to which this shaped the Nintendo of today 


NINTENDO IS ONE of the grand old ladies 

of the Japanese game industry. Established 

in 1889, it spent the majority of its first 75 
years producing Japanese-style hanafuda cards 
and Western-style playing cards. The phenomenal 
ongoing global success Nintendo has had from the 
early 1980s onward — in handhelds (starting with the 
introduction of the Game & Watch in 1980), in arcades 
(Donkey Kong, 1981) and at home (Famicom, 1983) 
- often overshadows the period that preceded it. This 
toy period’, which lasted roughly from 1965 to 1980 
is a pivotal period in Nintendo's past. It is the missing 
link of corporate history that connects the hanafuda 
cards to the birth of the videogame hardware and 
software that would follow. 

The company culture established in the Sixties 
and Seventies provided the fertile ground from which 
their future growth bloomed. Important elements of 
the Nintendo philosophy of game development were 
nurtured in this period: fostering creativity and 
experimentation in design and a willingness to take 
this to the market, coupled with quality in execution 
and a focus on products that were really fun to 
play with. Nintendo's staff is known to stay at the 
company for decades, and a number of the key 
figureheads from its videogame days, including 
Shigeru Miyamoto and Gunpei Yokoi, started out in 
the toy period, getting their first design experience 
developing these toys. 

The majority of Nintendo's toys and games did not 
make it beyond the borders of Japan, as Nintendo 
didn't really start to market internationally until the 
Eighties, As a result, even though many did well in 
their home market at the time - some selling over 


q million units — most of what is shown here is still 
quite obscure and unknown in Western territories. 
Some of these toys you may recognize from cameos 
in a number of recent videogames, in particular 
the WarioWare series, in which, conscious of the 
company legacy, Nintendo designers have created 
a number of homages to these ancient relics. 


FROM A COLLECTOR'S point of view, this 
period is largely uncharted water. A small community 
of collectors of these vintage toys exists, but detailed 
information is scarce and availability outside Japan 
is limited. Even in Japan, many of these toys are very 
hard to find. As interest in the West is picking up, in 
recent years some Japanese sellers have expanded 
their working grounds to eBay. However, people 
interested in acquiring the more obscure items 
would best try their luck on the Japanese auction 
site Yahoo Japan. A little understanding of Japanese 
is necessary during your search, as toy names are 
mostly in Japanese, 

The number of people hunting for these items is 
still relatively small. Prices are mostly acceptable 
and generally much lower than those commanded by 
the Nintendo collector items from the early Eighties 
(the high prices paid for Game & Watchs being an 
example), Many toys can still be had for a handful 
of yen (¥500 to ¥5,000) - if you can find them, that 
is. They are more rare than expensive, so you will 
need a lot of patience and perseverance rather than 
much pocket money to get started on a collection. 
The most rare and sought-aiter items can go up to 
¥50,000 - or in some cases even ¥100,000 ~ but those 
are the exceptions. 
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Ultra Hand (1966) 


AROUND THE MID-SIXTIES, Nintendo had 
established a games department and was 
producing mostly traditional board games 
Some of these were using a recently acquired 
license to feature Disney characters as well as 
Japanese TV figures, Nintendo was already 
well known as a card manufacturer, but was 
a small fry in the general toy market when 
compared to other companies like Epoch 
and Bandai. 

Nintendo needed something to put itself 
on the map in the toy area, and the first 
toy designed in 1966 by Gunpei Yokoi 
(see boxout) provided this much-needed 
recognition. Selling for ¥600 (£4.60), the 
Ultra Hand was a plastic toy that could be 
expanded and contracted by moving the 
handles. The ‘hands’ at the end could be 
closed to grab an item. Although having 
mostly novelty value, it became a great 
success and more than a million were 
sold between 1966 and 1970, making it 
Nintendo's first million seller. The toy came 
with three balls with stands, which could be 
used to practice. 

Recently, the Ultra Hand has been 
featured in a WiiWare game called 
Grill-Off With Ultra Hand! available to 
Club Nintendo members in Japan and 
the USA. In this version, the Wii Remote 
and Nunchuk are used to simulate the 
handles of the Ultra Hand 


Yokoi Ultts Machine capitalised on 
national obsession with baseball and 
ly sold in healthy numbo 


FOLLOWING THE CREATION of the 
Ulta Hand, Gunpei Yokoi was set to 
work on a follow-up that would equal its 
success, Baseball has long been popular in 
Japan - fostering a popularity not dissimilar 
to that which it has in the United States ~ and 
q toy related to the sport turned out to be a 
good idea 


THE EXCUSE THE TOY 
BROUGHT TO HOLD 
HANDS WAS PART OF 


The Ultra Machine was introduced in 
1967 for aretail price of ¥1,480. Itwas the first 
battery-operated Nintendo toy, and contains 
a small electromotor, running on a single D- 
cell, that drives a rotating arm, slinging ping 
pong balls at the player. The player returns 
the balls using a retractable plastic baseball 
bat, The speed and angle at which the balls 
shoot towards the player can be adjusted, 
and small indentations in the balls give 
them effect, making the hitting of the balls 
quite challenging. 

The toy proved another success for 
Nintendo, further cementing its ambition 
as a toy manufacturer. It remained a good 
seller for many years and, in the early 
Seventies, was slightly redesigned with a 
more contemporary, rounded look. The Ultra 
Machine featured in GBA’s WarioWare, Inc. is 
based on this updated version. 

Unusually for a Nintendo toy, the Ultra 
Machine saw limited export to Australia 
under the name of Slugger Mate. 
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IN 1969, A Nintendo toy aimed at a 
more mature market saw the light of day. 
Advertised to be “for young ladies and 
men’, the Electronic Love Tester was another 
brainchild of Gunpei Yokoi. It retailed for 
¥1,800 and ran on a single AA battery. 

To use the toy, a couple would hold hands 
with one another while holding one of the two 
metal cups each. The meter in the Love Tester 
then indicated the ‘level of love’ that existed 
between the couple, using a scale of 0 to 100. 

Although the simple circuitry in the toy most 
likely only measured the level of conductivity 
of the couple, rather than love, this did not 
stop the toy from bringing Nintendo another 
hit. In the Sixties in Japan, dating etiquette 
was still pretty strict, and the excuse the toy 
brought to hold hands and break the ice was 
surely part of its success. The Love Tester 
was also the first Nintendo item to contain 
electronics, albeit quite rudimentary tech. 


Ultra Scope 
(1971) 


THE CHALLENGE FOR every toy maker is, 
coming up with toys that appeal to children 
and that parents will buy. The third of the 
Ultra series was another item coveted by 
children and executed well by Nintendo: the 
Automatic Ultra Scope, introduced in 1971 for 
a retail price of ¥2,980. It did not repeat the 
sales success of its two predecessors, but still 
sold decently. 

Based on the periscopes used in warfare 
(in particular submarines), with two mirrors 
at a 45-degree angle, this toy allows viewing 
over tall crowds and around corners without 
being spotted. The top mirror is mounted on 
a five-piece retractable arm, which, when 
fully extended, stood around 80 centimetres 
high. The movement of the arm is driven by 
a motor running on two C-cells. The upwards 
and downwards movement causes a nice 
whirring sound and the automated extending 
of the arm is very satisfying. 

In what is possibly the result of a bad 
translation job, the first batch of toys was 
adored with the English term ‘Ultracope' (the 
‘s' somehow becoming lost in translation) 
This was subsequently corrected in later 
production runs. 
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The Ultra Scope helped Japanese 
youngsters indulge thei voyeuristic urges 
without being caught. In theory 


Beam Gun 
series (1970-1976) 


AROUND 1970, _LIGHT-SENSITIVE 
electronics (solar cells) were still fairly new. 
Manufacturers of these elements were looking 
for new ways to apply them, thus extending 
their customer base. One of the companies 
that produced them was Sharp, and one of 
their sales staff, Masayuki Uemura, visited 
Nintendo and met with Gunpei Yokoi. Not 
only did this meeting result in a series 
of new toys, but Mr. Uemura eventually 
moved over to Nintendo where he came 
to head up one of the hardware 
design groups. ; 

Sharp's solar cell would be 


were still considerable, ranging from ¥980 

for a simple plastic gun to ¥14,000 (£106) for a 

rifle made from metal and wood. Targets cost 

between ¥2,500 and ¥7,800, These prices 

notwithstanding, Nintendo had another 

blockbuster on its hands, selling into the 
hundreds of thousands of the various guns 
and targets of the series. 

In 1975, the Beam Gun series was 
rejuvenated with two great new targets: 
Custom Gunman and Custom Lion. These 
were sold in sets containing both gun and 

target for ¥7,500. As the name suggests, 

these feature a gunman or lion that 


used in the Beam Gun series: - 
toy guns that emitted a short 
flash of light when ‘fired’, and 
targets equipped with a solar 
cell would register the light (when 
aimed correctly) and show the hit in various 
fashions. The ‘jumping bottle’ target would 
spring into two parts, held together by an 
electromagnet until hit by the light from 
the gun. Other targets included a roulette 
that would spin, a lion that would roar and 
wildlife scenes with exotic birds or animals of 
prey collapsing upon each hit. All guns and 
targets are battery operated 

Withthisseries, introducedin 1970, Nintendo 
created something for the entire family, to be 
enjoyed by children and adults together (well, 
fathers and their sons, probably). Around this 
time, electronic games started to become 
mainstream, even though the retail prices 


would collapse dramatically when hit. 

After a short time lying dead, by means 

ofaclevermechanisminsidethe toy, they 

would automatically spring back to life, 
ready to take the next shot 


Gunpei Yokoi: Toy Commander 
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Light Telephone 
(1972) 


™ THE LIGHT TELEPHONE must be one of 
the most unorthodox of Gunpei Yokoi’s 
ideas to make it into production (the 
Chiritori being another candidate). It is 
another creative use of a solar cell. 

The fact that it was released shows 
that Nintendo was willing to try almost 
anything at this point in time - and, of 
course, great success seldom comes 
without taking risk. However, the fact 
that it only worked well at night and the 
price tag of ¥9,800 meant that it was not really 
suited as a children’s toy. Its appeal will have 
been limited to a novelty for adults. It is not 
known exactly how well this one fared, but it 
will most likely not have sold in significant 
numbers, contributing to its current rarity. 

The idea of using light to transport sound 
was intriguing though. The set contained two 
‘Light Telephones’, consisting of a headphone 
and @ handpiece with a microphone that 
resembles a standard torch. The sound that 
the microphone picks up is coded into the 
transmitted light, decoded again by the 
receiving party's handpiece using the solar 
cell, and played over the headphones. This 
created, in effect, a two-way walky talky 
without the use of radio waves. Under the right 
conditions (not too much sun light, two sets 
perfectly aligned) it works surprisingly well 
for distances of between 10 and 30 metres. 
It contained, for the time, quite elaborate 
electronics and expensive parts, which is the 
main reason for the high retail price. 


Duck Hunt (1976) 


§§ THE FAMILIAR NES Duck Hunt is actually 
@ remake of sorts. The original Duck Hunt 
was released almost a decade earlier. After 
the success of the Beam Gun series, Nintendo 
created a number of arcade games around 
light guns. One of the more spectacular was 
called Laser Clay. For these games, Nintendo 
converted former bowling alleys (bowling had 
become less popular at the time) into light 
shooting ranges, with clay pigeons being 
projected on screens (regular white screens, 


IT WAS EXPENSIVE 
TOO - ¥48,000 FOR A 
MACHINE THAT ONLY 
PLAYED OTHELLO 


not TV screens). These games included 
a clever mechanism that would notice the 
projected pigeon being hit by the light gun. 
With Duck Hunt, released as a standalone 
game in 1976, Nintendo created a home 
version of this clay shooting experience. The 
battery-operated game retailed for ¥9,500, 
and contained a light gun and a device 
that projected flying ducks on the wall of a 
darkened room. This device also detected hits 
by the light gun. Upon registering 
@ hit, it would show the bird 
dramatically tumbling down. 
The mechanism was simple 
but effective, demonstrating a 
typically efficient design from 
Nintendo, It works remarkably 
well in recreating a shooting 
experience, considering that 
the toy does not contain 
a single microchip and is 
using an ordinary light 
bulb as its light source. 


Color TV 


Games (1977-1979) 


BEFORE NINTENDO RELEASED the Family 
Computer in 1983, it had already released 
five home-use TV videogame machines in 
the Japanese market, Though successful, 
contrary to the other Nintendo toys and 
games of the era, not too much effort was put 
into creating a unique experience. For the 
most part, these machines copied concepts 
developed by Atari. 

Atari’s home version of Pong was released 
during the holiday season of 1975, and in 
1977 Nintendo was ready to take a slice of the 
Pong clone pie when it released the ‘Color TV 
Game 6’ and ‘Color TV game 15, offering 6 
and 15 Pong-style game variants respectively, 
for retail prices of ¥9,800 and ¥15,000. 

The machines were co-developed by Sharp 
(which later also released the Twin Famicom) 
and did not prominently feature Nintendo 
branding on the casing. Slightly improved 
versions of the machines were released soon 
for reduced prices, sporting colours different 
to the first releases. 

These first TV Games were followed by two 
slightly more original creations: ‘Color TV 
Game Racing 112’ (1978, ¥12,500) and ‘Color 
TV Game Block Kuzushi’ (1979, ¥13,500). 
Racing 112 is a racing game that could be 
played by a single player using the provided 
steering wheel, or by two players using 
the paddles. The number 112 refers to the 
number of possible game variants that can 
be achieved by changing some parameters 
like speed, car size or oil slicks. Block Kuzushi 
is clearly inspired by Breakout, and featured 
six game variants with some original ideas. 
It is is also noted for being the first home 
videogame with clear Nintendo branding 
on the casing. The overall art design of the 
casing and control panel was done by none 
other than a young Shiguru Miyamoto, in one 
of his earliest assignments at Nintendo, 


1 These Pong inspired game systems showed 
litle of the innovation that Nintendo would later 
demonstrate in the videogame fl. 


Chiritori (1979) 


IN THE EARLY 1970s, a series of remote 
controlled cars had been released by Nintendo 
{called ‘Lefty RX’). These used a rudimentary 
single-button radio wave control mechanism, 
allowing the car to start and stop. Steering 
was not an option: the ‘left’ in the name refers 
to the fact that the front wheels of the cars were 
fixed going to the left side, meaning the cars 
would always run in circles. 

A similar radio control mechanism would 
be used for another unlikely toy: Chiritori 
(meaning ‘dustpan), released in 1979 for 
¥5,800. This is a remote controlled, battery 
operated mini vacuum cleaner. It measures a 
mere 16 centimetres across, with a small fan 
providing dust-sucking action, Although it 
can actually vacuum a little, this is not really 


Computer TV 


Game (1980 


WIN 1980, A home videogame was released 
that was based on the Computer Othello 
arcade machine which Nintendo released 
two years earlier, 

Technology wasn't really ready for this kind 
of home release, but Nintendo went ahead 
anyway, believing there would be a market 
for it. The company achieved the conversion 
by simply incorporating a complete arcade 
board, resulting in a big, heavy machine that 
required a fat power supply that weighed 
more than 2kilograms alone, It was expensive 
too, retailing for ¥48,000 (£365) all for a 
machine that could only play Othello. Three 
years later, the Family Computer could be 
bought for less than a third of that price. 

Unsurprisingly, the machine was sold and 
produced in limited quantities. These are 
rarely offered for sale and command high 
prices, After years of absence, one finally 
surfaced on eBay last year ~ and sold for a 
whopping $2,000. 


intended for serious cleaning. It would take 
you all day to do a single room. 

When switched on, Chiritori starts running 
in a straight line. Pressing the button on 
the remote makes it spin in place (always 
clockwise). This allows it to be negotiated in 
any direction, but it is quite tricky and requires 
practice. Chiritori did not become a big seller 
and was produced in small quantities, making 
it one of the rarest toys these days. 


Computer Mah-jong 
Yakuman (198 


™ COMPUTER MAHJONG YAKUMAN 
was released in 1982, two years after the 
introduction of the first Game & Watch 
games. Like most of the toys featured here, it 
did not see a Wester release. It was aimed 
at the adult market and did not use the Game 
& Watch series name (it also did not include 
«clock function). Like Game & Watch, it used 
an LCD display. 

The gameplay was more elaborate than the 
typical LCD games of the time, as it included 
full Mah-jong game. This was reflected in 
the retail price of ¥16,800, which was around 
three times the price of a Game & Watch. The 
game could be played against the computer 
or head-to-head against another live player, 
using a separately available cable and a 
second unit. This cable was the first electronic 
game link cable, predating the Game ) 
Boy link by 7 years. 


TOY STORY 


+ 
THE ODD ONES OUT 


BECAUSE OF THE success of the toys 
featured here, Nintendo became more and 
more established as a premier toy and 
game maker. However, before eventually 
focussing fully on videogames, in the early 
1970s it did still try to branch into other 
areas as well, as some of the examples 
pictured here show. Most of these were 
relatively small one-off successes at best, 
which did not develop into whole categories 
of products, 


CANDY 
MACHINE (1970) 
used for making 
candyfloss at 
home. Came with 
a small Nintendo- 
branded bag 
of sugar. 


COPYLAS (1971) 
~an early copy 
machine for small 
offices, using 
ultraviolet light and 
a procedure 
similar to 
that used 
in Xerox 
copiers. 


TWINS (1971) 
— a playground 
balance toy for 
babies 
and small 
children. 


ELECONGA (1972) ~ an electronic beat box 
that could be played by hand 
or by using the rhythm 
patterns programmed 

into circular cards. These 
cards were put into the 
‘auto player’ accessory, 
which had to be tumed 
at a steady pace by 
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From a simple Game Boy acorn grew the 
mightiest oak in all of gaming, a cross-media 
sensation on a scale never seen before or even 
since. games™ journeys east to speak with 
Game Freak about the birth and evolution of 
gaming's number one monster 


© ONE GAME. Two versions. Eight gyms. 
151 monsters. However you crunch the 
a numbers, 1996 was the Year of the Monster 
as Nintendo unleashed two versions of a game 
called Pocket Monsters upon the world for the first 
time, presumably as unaware as we were that it 
would go on to become one of the greatest 


surprisingly engaging trading card game 


and that's how we started this company ~ Mr Tajiri 
started a company and I joined. Back in 1983, Mr 
Tajiri started selling this little booklet for ¥200 and 
it was sold only in very specialist bookstores,” he 
explains, carefully thumbing through the handful 
of pages of the very first issue ~ hand-written on 


jhe f all time, With rt ra 
ffom an insanely popula: anime sees, a POKEMON IS A FORM OF 
ENTERTAINMENT THAT 


and more branded merchandise than any 


dome hav seen to th doy te Gane Soy CAN BRING HAPPINESS 
duo would go on to become the best-selling 


there — it starts some 13 years previous to the 
release of the original games. 

Game Freak might only have shot to fame when 
Pokémon became a household name, but both 
firm and name date way back to the Eighties. 
Some may know that the name itself comes from a 
‘magazine’ that some of the founding members of 
the company used to produce; Pokémon att director 
Ken Sugimori takes us back in time to the birth of 
Game Freak as a videogame publication. "As you 
may know, Mr [Satoshi] Tajiri was the founder of 
Game Freak and I was a friend of his when I was 
i student. We used to play videogames together 


curious pastel-coloured paper, it's @ piece of 
history we feel privileged to see. "Basically, it 
talked about strategies for arcade games because, 
at the time, there were no home consoles. Only 
very few people would visit these stores and see 
the book, but I was one of them. As we talked, we 
became friends and discussed how arcade games 
were often very similar — if we were developing 
them, what would we do differently?” 
It's aconversation most gamers have had at some 
point, the ‘we could do better’ attitude CONTINUED >. 
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PIKACHU, 
I (ALWAYS) 
CHOOSE 
YOU! 


§ WHILE MANY SHUN the 
Pokémon anime simply on 
the grounds of it being a 
colourful cartoon obviously 
aimed at kids, and others 
condemn it rather more 
plausibly for its modest 
production values (read 
crappy animation), we've 
always taken far more 
umbrage with Ash as a 
trainer, Even though the 
show has documented his 
rise to becoming a supposed 
master of his trade, he still 
makes decisions in battle 
that would get you smashed 
to bits if you made them 

in the main game. Most 

of these errors involve 

his reluctance to use any 
monster other than Pikachu 
at key times, sending the 
little yellow dude up against 
Ground types without a 
care and generally making 
a mockery of the game's 
battle system. We won't say 
we'd have rather have had 
it 100 per cent accurate, but 
to have the hero make such 
glaring blunders can't have 
taught kids much strategy 
for when they switched their 
Game Boys back on. 
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BITTER BERRY in 


| Gold and Silver introduced berries, and the concept has 
grown wilh each new game. Now, you can grow your wn crops 
‘and olten find rare berries held by wild Poleimon too, 
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A Brief History 


POKEMON RED and Green versions 
are released in Japan and the franchise 
is bom. 


AN EPISODE of the Pokémon anime, 
‘Denné Senshi Porygon’, airs in Japan 
and nearly 700 viewers are hospitalised 
after a particularly trippy sequence 
triggers epileptic seizures. 


AFTER A three-year gap, Pokémon 
Red and Blue versions hit European 
shelves in the Game Boy's twilight. 
Pokémon Snap, arguably the best spin- 
off of the lot, lands for N64 the same 
year. The TCG also arrives and, 
following uproar from religious groups 
about its immoral nature, a rival card 
game called Christian Power Cards 
is released - scoring the attributes of 
Biblical figures is somehow considered 
less blasphemous than monsters, 


POKEMON YELLOW, a special third 
edition of the first gen games based on 
the anime, allows players to have Pikachu 
follow them around. A Game Boy Color 
adaptation of the TCG is also released, 
and we're still calling out for a sequel. 
Meanwhile, American gamers get to talk 
to Pikachu in the rather poor Hey You, 
Pikachu! and we amuse ourselves with the 
criminally underrated Pokémon Pinball, 
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POKEMON GOLD and Silver versions 
make it to Europe some 18 months after 
the Japanese launch. Back East, the 
e-Reader is released and new Pokémon 
TCG sets are rolled out with readable 
strips down one side, unlocking mini- 
games, art and info when scanned. 


NINTENDO'S 
FRANCHISE spawns its own 
console in the Pokémon Mini. It 
remains the smallest console to sport 
interchangeable carts ever produced, and 
a staggering ten games were made for it. 


POKEMON RUBY 
and Sapphire 
propel the franchise 

onto Game Boy 

Advance. An 
YM | updated version 
/ fai / of Pokémon Pinball 

(A, joins it later, the new 
monsters making the 
already addictive 
gameplay even 
more life-consuming. 
} j| Japan gets Pokémon 

) 


/ Colosseum, a 
| \ / Stadium follow-up 
which sadly omits the 
i mini-games, probably 
our favourite part. 


NINTENDO 
DS goes on 
sale in the UK, 
the first and 
only console to 
launch with a 
Pokémon game. 
Unfortunately, 
it's Pokémon 
Dash, On the 
other side of 
the world, a 
Pokémon theme 


park opens in Nagoya. We stay home and 
play the Adventure mode in GameCube 
title Pokémon XD: Gale Of Darkness 
instead, the closest thing so far to a ‘proper’ 


home version, 


POKEMON 
DIAMOND and 
Pearl arrive, 
utilising the 
wireless 
functionality 
of the DS. 
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1 Status etfects have always been sm trait, “Generc 

‘an important par of battle strategy 

disruption proving as useful as damage. i ame for 
that's a misunderstanding, 


we've just addre: 


PEOPLE THINK THAT 
POKEMON IS A GAME 
FOR CHILDREN - THAT'S 
A MISUNDERSTANDING 


And as gaming contin grow more and 
instream, and a handheld 

thing to pull ov 

an put in a litt 


nto the atti 


jam SO WHILE YOU 
nd buy spaghetti in 


ght not be abl 
sperman 


MONSTER IN MY POCKET: THE POKEMON STORY 


year, and even the m 
if it has been scaled 


on ~ Poké pint in re 
and th: v after the 
ly grew tired of not being able to 
ave to admire the way 

with a di tem 
in the form of The Pokémon C 


: mpany, each 
ion of the brand 


nother cog in @ machine that 
arything is be m the ale dates the 
mes and depending on that, The Pokémon 
y will put together a plan as to how to use 
rent characters,” Masuda explains. “There'll 
nd for the TCG 


lenge there is that you can't change 


haracters for 


together so that they 
s and trading cards, 
nately, though, it all comes b 
They're the r I I things Pokémon and 


at be the anime interpretation of Jigglypuf 


especial for him in-game, or the memory o} 
finally pulling a Base set Charizard c 2s him 
pip other Fire type am, € 

feeds back into the games, An ch generatic 
of s brings with it né mechanics 
force even the brightest t 

this is one monster that 


gn of being hunted to extin 


My First 
Pokémon 


OKEM 


N OFFE 


could have i: 
ring could couse 


J BEHIND THE SCENES 


‘This was the first proper 
game I got for the PC and it 
is still the oldest PC game 
that I play regularly. Itis the 
best Monkey Island game, in 
my opinion, and the graphics 
‘and voice work are still good 
enough to hold up today. 
Some of the puzzles are just 
genius. Pouring oil on a guy 
80 you can peel the map off 
his back? Stopping « song 
by introducing a line that 
doesn't rhyme? Replacing 
painting's face with your 
‘own to create a family 
resemblance? Brilliant. 


Though it started life without any of the 
original Monkey Island creators, Guybrush 
Threepwood's third adventure has since 
captured the heart of LucasArts fandom as 
one of the greatest point-and-click games 
ever made. Writer/designer Larry Ahern 


explains how it all came to be... 


Thave many memories of 
this one I can still remember 
most of the singing pirates 
lines, and the banjo duel was 
absolutely brilliant! 


on since LeChuck's Revenge, 
the new art style, combined 
with top voice acting and ,of 
course, Murray, made it an 
excellent entry into a well 
loved series. 


WE RIPPED OFF THE 
GAME SIMON, BUT 


An outstanding game, 
probably the second best in 
the series for me (in Mega 
Monkey mode, of course). 

As one of the first PC games 
Iplayed, I loved the sharp 
dialogue, visual style and one 
of the best point-and-click 
systems I've used. And the 
funky piece of eight thing, 


Larry Ahern 
Wier /Designer Aclassic, which needs a 
Jonathan Ackley DS re-release. 
Writer/Designer 
Bill Tiler 
Lead Animator 
Michael Land After the ending to the 
Composer second game, it felt like there 
+ fe didnt really need to be a third 


one. Saying that, Curse was a 
worthy sequel 
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Even Ron rg 
Gilbert, (heck, daca eat 
especially Ron 
Gilbert) should 
be proud. This 
is an absolute 
must for all 
adventure 
gamers. Other 4 
than being a bit PY aati! 1s me \" 
wordy at times, 
the only other 
criticism one 
can level is that 
it is probably a 
tad too short, 
leaving us 
wanting more 


which featured al 


ible to share 


is plenty of task of recording the remainin 
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the team 


ner when he 


thing tc 


be such a great 


yave him character d 


of voice 


that he 


Jescriptions, sample dialogue 


and a brief f unmarke 


he pulled tc 


the audition tapes, Th 
gh a bun 
i the be: 


and we pickec 
The distinct at style of the Curse Of Monkey 
Island world means it has held up betser than is 
predecessors 


nore. | 


so 51 


I'M...COING 


The unravelling 
inst the pace of the 
and it’s an 


have bee 


that Ahern 


differently. "las 


did area 


hallenging thing 
ied to be 


we didn't want t 


The cured wading ng ws be er ol ig wrilitinay call 
around Elaine's wedding to LeChuck st try © p that flood of gaming g 


lution was to include 


| in an interactive dic 


it escapable 
most player 


more of a routine anyway, since explor 


I mean I 


ONCE THAT hy 


him t 


ug! 


vas blocking mine a 
didn't have to get tc 


52 


THE CURSE OF MONKEY ISLAND 


other are 
nding is 


x ton 


ith the results, 


Gotting yourself tarred cnd feathered is a small 
rice to pay for saving the love of your fe from an 
elomity as « gold statue 
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HALL OF FAME.” PAPERBOY 
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g players to c 
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The Paperboy arcade cabinet wos memorable Finish a weelof rounds and Paperboy makes Alter delivering newspapers in American  Poperboy I saw a watershed moment for 1 Paperboy was one of the first games to feature The streets were full of wars to score extra 1§ Paperboy went ail 3D on the N64. Sadly, the _ Ml Paperboy finishes his round and receives a hero's 
{or is unique handlebar controls. the tront page - must've been c slow news week. suburbs, Paperboy gets to unwind on @ dit track  sesnial equality withthe introduction of Papergi digitised speech. brownie points with customers, game werent @ patch on the original, ‘welcome from fans ond supporters. 
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INSERT COINS | COIN PER CREDIT 


D.A.T. CHOSEN PAPERBOY OF THE MONTH 


EXTRA! 
ExTRA: Whe Baily Sun “Fina 


© 1984 ATARI GAMES: INC. ALL RIGHTS RESERVED. 


JOB SECTION 


Looking to better your chances of ; « 
making friends and lovers with : 
materialistic people, or perhaps you've ! 
been toying with the idea of embarking : 
on a new career in giant gorilla removal? ; 
Then why not leaf through the The Daily | Benefits 
Sun's job section, which is packed full of | It 
exciting job opportunities for any young ! 
virtual graduate. 


nume 
Benefits 


You wil 


RENTOEXTERMINATE 
NOW HIRING 


Required Skills 


candidate 


BAR MANAGER REQUIRED 
FOR TAPPER BAR 


Job Description 
Avery di di 


Required Skills 


As they will be expected to run four bar 


HALL OF FAME 


PLUMBER’S MATE NEEDED 


Job Description 


| Required Skills 
We are lookir 


| Benefits 

ked meal 
feguard, sn 
dr raining ai 


PARK RANGER REQUIRED 


al Park 


Hi o99000 PLY AAAS S 


INDUSTRIAL MIGHT 
AND LOGIC VACANCY 


BURGER CHEF WANTED 


Job Description 


Benefits 


sompetitiv 
will 


Your monthly guide to the 
rarest retro treasures 


indition. Keep an 
eye 0} om inlays, though 


a 
Cae 


The original 
release came with a tree Space 
Manbow comie in the box. Few 
remain intact, however 


LIKE MANY shoot-‘em-ups, 
Space Manbow 
simply for the reason 
more people chasing it than there 
are copies in existence. Nobody 
really knows how many cartridges 
ere actually produced by Konami, 
but the high prices it constantly 
acts suggest that there weren't 


att 


many. Even as a loose cartridge, 
you can expect to pay around 

£40. Demand is that high 

Part of the problem 

is that the game was only ever 
released in Japan, but it's a 
problem made worse by the age 
of the cartridge, as well as the fact 
that its host machine is relatively 
niche v 


hen compared to certain 
other games consoles. As the game 
was produced towards the end of 
the MS¥'s life, as Konami began 
to pledge incre 
Nintendo, we are al 
that Space Manbow will have 
been granted the 
possible production run. 

Throw in the fact that 

Space Manbow was one of 
Konami 
Eighties, and that, to this day, it 
has never been properly converted 


ased support for 


st certain 


to any other format, and 


‘s easy 
to see why it remains a favourite 
among MSX collectors. 


If you can find a copy, and if 
you can afford it, then yes, Space 
Manbowis definitely one that's 
best removed from the s 
wrap. Playing in 
Gradius, this unde 
shooter is « horizc 


ink- 


he same vein as 


ted Konami 
tal aff 
easily among the publisher 
best work. Fev 
beyond the second stage w: 
cheating, as the difficulty is so 
high, but even then the experience 
shoot-em-up fan 


that's 


v people will see 


is one that an’ 
will adore. 


The first level alone should be 


considered a defining moment 
for the genre, Taking its cue from 
the third stage/boss in R-Type, the 
entire level is one huge enemy 


d ground vehicle, 
multiple screens in length, which 
carries several sub-enemies upon 
itself, Making your way above 
and through the hulking mass of 
machinery is both challenging 
ring. So even if 


an armour 


and awe i 


you never manage to beat the 
the first boss, you'll alwa 


the pleasure of replaying that 


s have 


awesome first stage. 
Still, the ridiculously high price 
of an original Space Manbow cart 
is definitely too high if youre only 
interested in playing, rather than 
collecting. The sooner Konami 
realises this, and includes 
Space Manbow in a new retro 


vilation, the better. 


Why? Because I like these retro games a lot. I have 
had an MSX since I was a little boy, so nostalgia is 
also a big part of the fun. And why Space Manbow? 
Because it's one of those must-have games that every 
system has. It's great in every aspect. 


I bought the game at an MSX fair in Tilburg, 
Holland, in 2002. There was a big MSX auction and 
Space Manbow was one of the items that was up for 
the bidding, 


The game was (and still is) in near mint condition. 

Just a little wear at the top and bottom of the box. 

Very common with Japanese boxes. The cartridge is in 
mint condition and so is the manual. It even has the 
original registration card and some flyers for other 
Konami games. I bought the game for 175 guilders, 
Which is about £70 


Ihave played and finished Space Manbow very often 
in the past, The quality of the game is very high. 
Great music, superb graphics and the gameplay is 
very well balanced. It's hard, but never too hard. The 
game uses some techniques that are not often seen in 
MSX games: smooth, multilayer and multidirectional 
scrolling, for example, 


It’s mine for life. No doubt about that. 


+ 


retro@imagine-publishing.co.uk 
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DIDDY KONG RACING 


LAP TIME 


W732 &*2 00:27:36: 


Diddy Kong Racing wes truly 
special for me, I was uttetly blown 
‘way. The snowy levels were just 
perfect for the season. As a racing 
game it was evolutionary, it was 
also like an adventure game, and 
Diddy Kong Racing bad many short cuts the notion of boss battles was pretty 
hiddon away in the lowels Sach ested The 
acting the character Tn thet vehicles slant was superb, and each 
took many an hour and aw cont c 
wld being thrown again te fel ifferent while the weighting for 
: multiplayer battle split-screen was 
very well done. Iloved the system of 
collecting balloons, which made the 
game very addictive. 


A ring as if from out of nowhere in 

1997, Diddy Kong Racing saved N64's 

second Christmas and beat Nintendo at its 

% own game. Now, 14 years on, Rare speaks 
out about the making of its classic racer 


Beautiful graphics and 
was destined to Frssualcilon soca Give wey Wiscaie 
be a hit. It combined th cl the moat spitelul iiculty spices 
° in gaming history. Finish in first 
place and pick up all the silver coins 
on the way. One mistake and you 
uuld anyone have to restart the whole race. Never 
rt 64 can M has a game named after a monkey 
ion; that Nintendo, and with it cand featuring « large collection of 
title until the Ja: cute woodland animals had such 
0 until just a hardcore gameplay. 
ou begin to realise that the game's 
i] This was one of the fst N64 
games I played, and I loved it. When. 
Design 
Lee Schuneman. I set up my N64 earlier this year it 
Mastin Welkoley ‘was one ofthe first games I played. I 
Software loved the free-roaming hub structure 
Rob Harrison that was more like a platformer than 
Paul Mountain ‘anything else. It also reminded me 
John Pegg how mind-numbingly hard it was, 
Richard Gale ‘Who on earth thought that making 
Kevin Bayles, ois Staraper lead enaineer on ho proest | MURRIO KART ON th ployer fat in eer sing 
4 from the star grave on art; Rob sace was a good idea?! Still, there 
aminebingeoe fame sora | SNES INFLUENCED oe 
Keith Rabbette worked on a Cavernan/ime-travel RTS for THE RACING PART OF [ele err ee acheter or battles were pretty cool, and the 
Dean Smith N64, for which I did an initial design and 4 SEB et gamors warm over the winor of 1997 vehicle options were a nice touch. It 
TohoniChistensen Lee Musgrave did DIDDY KONG RACING ; alone the ging word 
fi baad Smyth last long.” Ultimat tosuch Rare stable mates as Banjo, 
ns eae abandon set out once more ‘Conk cond ax: Pippy Hee mouse. 
Budio 
Dave Wise idea and began to 
Graeme Norgate some oi the RTS es 
4s populate the ‘The multiplayer was nowhere 
: near as good as Mario Kart 64, but 
fun racer’ bre for one player it was untouchable 
‘arguably what MKB4 should have 


been, [loved the setup: the hub 

Jevel to choose races, the different 

vehicles and loose storyline amd 

secrets. The Christmas levels really 
dit to me ~ genius. 


pleasure in racing again: 
pent hours playing that game, so it obviously 


d the racing part of Diddy x 


a‘. 61 


62 


Diddy Kong 
Racing DS 


FOR THOSE FANS still 
savouring the sweetness 
of the original, Diddy Kong 
Racing DS cut through 
palates like a sour prune, 
but then, given Schuneman's 
reasoning for the game, 
that’s hardly surprising. “We 
wanted our handheld team 
to learn the DS, and doing 
that with a new game was 
not the right choice.” So 
broke a key rule of business, 
by putting itself before its 
market, and paid the price 
with a substandard game. 
But it wasn't all doom and 
gloom, “Commercially it has 
done very well, so overall 
we are happy with it,” adds 
Schuneman, and it met the 
initial aim Iaid before it: to be 
a launch pad and research 
tool for Rare. “We learned to 
only use DS features when 
it suits the experience. We 
probably shouldn't have used 
the touch capability at all 
(for instance] as it doesn't 
really suit the experience. Just 
because something is there, 
doesn't mean you should 
use it.” The good news, as 
Schuneman sees it, is that the 
lessons learned ultimately 
benefit the next game. “We 
took the lessons learned on to 
Viva Pitiata DS and we were 
all a lot happier with how that 
game plays.” Sadly, however, 
Rare's handheld division was 
closed down in 2008, so we'll 
probably never see what else 
it can achieve with the two- 
screened wonder, 
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BEHIND THE SCENES DIDDY KONG RACING 


1 Aconcopt sketch 
{or the level Dark — 
Moon Caves, The 
DS version of Diddy 
Kong Racing pul us 
‘step closer to Rare 
by allowing custom 

tack creation. 


erted 


ll to blow in 


around 14 months to develop in an old ¢ 


with no windows, just big fans on the 


during the hot summer. 


Mmm THOSE 14 MONTHS « 
Ss gid I'd come up 
for example = then give the artis 
and they'd make it loc 
‘We would the 
right for racing. I 
p all the AI paths and Al levels 
The dire 
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9 wonder 
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le Racing Award at the 1998 CONTINUED > 


srating | isthe game re 
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the c world into si is, the 


coutne bens alternative toutes and 
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ve graphics, 
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ly made the game stand out 
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ELECTRONIC 


Diddy Kong\. 
jRacing 


This game beats 
Mario Kart 64 in 

every department. 
The gameplay = 
is balanced and hack ol 


requires more Diy 
strategy. The levels 
are way more 
interesting. The 
Adventure mode 

is a lot of fun. 


DIDDY KONG RACING 


hefty marketing expenditure, 


big N64 


The donkey and crab 


MOST OF THE TEAM 
REMAIN AT RARE, 
AND MANY WORKED 
ON NUTS & BOLTS 


perhaps, a 


haunts mi 


The Legend Of Diddy Kong 


From 16-bit hero to 64-bit saviour 


IT'S IRONIC THAT the 
Diddy Kong Racing team 
should have initially 
disapproved of Diddy 
Kong's appearance 
in the game given 
that Rare itself had 
created him in the first 
place. Though Didd: 
concept in Donkey 
Kong Country was taken 
from Donley Kong Jr 
— who first appeared in 
the game of the same 
name in 1982 —_he was 
renovated by Rare after 
Nintendo demanded they 
change either his name 
or his appearance. As it 
was Rare that essentially 
created Diddy, taking 
him from strength to 
strength in the Donkey 
Kong Country series, it is 
fitting that the character 
should lead one of Rare's 
most innovative titles to 
dominate the Christmas 
market in 1997. 


kids’ laugh sample at 


And this market 
dominance was well 
rewarded. Much as 
Diddy's visage gave 
grounding to what 
was Pro AM 64, Rare's 
game brought him 
superstardom, for though 
he was the lead in 
Donkey Kong Country: 
Diddy Kong’s Quest, he 
was still part of Donkey 
Kong's world, hence 
making Diddy Kong 
Racing the first game in 
which he stepped into the 
limelight in his own right. 
Subsequently, Diddy Kong 
has appeared in such 
Nintendo promenades 
as Mario Kart: Double 
Dashi!, Super Smash Bros 
Brawl and Mario Golf: 
Toadstool Tour. Where 
‘once he was dwarfed by 
the gargantuan shadows 
of his pal Donkey Kong, 
now he himself stands as 
a leader of the pack. 


‘cancelled RTS only made 


When Abe first introduced himself 
to PlayStation owners around the 
world in 1997, the lovably grotesque 

Mudokon became a beacon for originality 

and humour in an increasingly stale market of 

subpar shoot-‘em-ups, arcade racing games 
and platformers. The epic Abe's Oddysee 
ingeniously expanded upon the paradigms 
of classic side-scrollers, with each screen 
a puzzling masterpiece unto itself, injected 
with moral and ethical conflicts rarely seen 
in games at the time or since, Unbeknown to 
the unlikely hero, Abe was a part of something 
larger; something so grand it would actually 
never be fully realised, He was just one of 
several cogs in the Oddworld machine, and 

Lome Lanning was the puppet master pulling 

his strings. 


Lanning was a computer arts veteran who 
worked his way through the ranks of Academy 
Award-winning visual effects studio Rhythm 
& Hues before pursuing an outlet through 
interactive mediums. But he was also a 
creative mind, and as a million hasty iPhone 
developers are quickly learning, the creative 
side and the business side of entertainment 
are two wholly different beasts, He had the 
intuition to know he needed a strong business 
backbone, but also the wisdom to know that he 
should not be the one to handle it. 

He found this in longtime business and 
romantic partner, Sherry McKenna, who has 
been the Leia to his Solo since the formation 
of Oddworld Inhabitants. "It's more of a classic 
entertainment relationship rather than a 
classic Silicon Valley relationship,” explains 


COUP. 


Lanning. “Infinity Ward would be more than 
two programmers or three programmers and a 
designer; people with specific hands-on skills 
starting to build a company. The entertainment 
business is more like producer-director teams. 

“Sherry’s a lifelong producer, and when we 
talk about how Oddworld’s a co-creation, we 
can split it up like this: content is largely my 
creation; the company and the culture 
is largely Sherry’s creation. When 
you look at producing and directing 
in the entertainment business, that's 
@ marriage. The best directors and 
the best producers, they all have the 
people that they like working with the 
most at that marriage level. I always 
saw that the smartest creatives have 
really strong producers around them. 
Because we tend to be flaky, we tend to be 
more artistic in nature. Good producing tends 
to be more absolutely on top of things, making 
sure that every T is crossed. So I think our 
relationship started off as a producer-director- 
class relationship that naturally evolved into a 
production company.” 

"And then for our personal relationship,” 
adds McKenna, "I had been married. And if 
youre in the entertainment industry or the 
game industry, it's called, ‘How many hours do 


you work 24/7?' 1 just found it’s almost easier 
to be with someone who understood why I had 
to break a very important engagement at the 
last moment. If you're married to someone who 
doesn't get that at all, they're very offended 
and they're not happy; they don't understand 
why you have to be gone every weekend. So it 
just evolved into a natural thing where we were 


TO DATE, ODDWORLD 
GAMES HAVE 


ACCUMULATED OVER 
4 MILLION SALES 


working 24/7 together anyway and, 

like I said, after my experience of being 

married, I realised, ‘Wow, this is the only way 

it can work’ So for the last 15 years, it's been 
working really well.” 

Like all other life forms born and raised 
in Los Angeles, Sherry McKenna became 
involved in the entertainment industry early 
on. After working on commercials and 
collecting numerous awards for her efforts, she 
helped produce the visual effects 
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ORIGINAL RELEASE 


SEGA'S CONGO BONGO 
is hardly the most 
original of arcade games. 
Liberally borrowing its 

gameplay from both Donkey 

ong and Frogger, and 

using the same isometric " 

perspective as Zaxxon, 

it's the sort of game that 
sought to capitalise on 
popular trends rather 
than create them. That's 
not to say it was a bad 
game, though. All three 
titles it was inspired by 
were fun experiences, le 
and Congo Bongo lost 

little of what made those 

games great to begin with. The 

isometric perspective breathed 

new life into the gameplay, 
basically requiring the player 

to think much more thre 

dimensionally than before, while 

the cartoon presentation brought a 

sense of humour and personality 

rare in other arcade games 
of the time. 
As far as conversions 


went, none offered -— 


the arcade-perfect z 
experience in its 
entirety, though 
ail claimed to, 
with misleadin: 
statements like “Official 
Arcade Version’ 
plastered across 
the packaging. The 
Atari 2600 version was one such 
offender, and though it technically 
pushed the ageing console to its 
limit, the resulting game still paled 
in comparison to the coin-op. 

The most obvious problem is that 
the 2600 was never going to be able 


The world’s most embarrassing 
console ports under the spotlight 


Zaxxon 1983 Sega 


to handle the isometric visuals. 
Nevertheless, the developers took a 
stab at it anyway, and predictably 
failed. The first stage does such 
a bad job that it almost comes 
across like an M.C. Escher 
illustration, its unique take 
on 3D perspective only 
confusing the player with 
inconsistent dimensions and 
shading. It’s not that 
difficult to navigate 


the coin-op before, 


but new players, we 
imagine, would have had 
no idea how to progre: 
through the tangle of 
blocky shapes and fuzzy 
platform sprites. 

Play the second stage, and 
it feels like the developers had 
shrugged their shoulders and given 
in by that point. A less ambitious 
2D perspective is used, making 
the game more playable but less 

faithful, and then... Then, the 
game skips the third 
syle stage entirely, which 
is a shame, because 
that’s arguably the most 
interesting level - a 
unique hippo-dodging 
scene in which the hero 
is prone to falling in traps 
and repeatedly landing 
on his bottom. 

The fourth stage is 
then criminally presented as a non- 
playable animated screen, before 
the game throws the player back to 
the beginning of stage one to play 
everything all over again. So that’s 
just two stages ~ quite poor stages 
at that — for the price of one rather 
expensive Atari cartridge. 
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‘As well as the confusing attempt at 
isometric visuals, Atari's Congo Bongo 
features an appallingly drawn ape 
sprite that seems to be more part of the 
background than it is the game world. 
The coconuts he throws and the monkeys 
that attack are also a bit odd, as they're 

ed in a semi-transparent view, 
ary as a workerround for the 2600's 
non-existent sprite-pushing powers. 


Can you tell that those animals are 

supposed to be thinos, hippos and 

fish? We can, but then we've played 
the proper game. The rhinos here look 
more like albino piglets to us, while the 
eae ee caught, skinned, 

tered anx fore being thrown 

back into the water, Sah 


the arcade game, stage four 

eee the Ona ‘and Donkey Kong 

styles into one Jevel, culminating in 
the humiliation of the ape antagonist as 
our hero sets fire to his bamboo chair. In 
the Atari version, however, the stage is not 
playable and features a rather crudely 
drawn animation instead. 


WHAT 


PC 


YOU SHOULD HAVE PLAYED IT ON 


984 Publisher: Sega Developer: Sega 


B 


SPACE INVADER 


HallfOflhame war 


makir 


AS YOU MAY 
ved for charact 


taken from Hi 


Retro Gamer in « 
from War 


% 6 


Od ‘eppory 
(S661) SetucoT DUNT Sy] JO AON SqL 
26 Sleppau] eondg [z esmg] epoory (P6651) 
XG Sieppaul eopdg [] espg] 10]09 Aog 
eupy ‘uonnigdd[q (6661) X Sleppau] 
eondg [42-92 Szeppauy] eatig DHeyy (9661) 
06 Steppaul sopdg [gz steppauy] eppo1y 
(0861) II Steppauy eopdg [pz-z Steppauy) 


sa (so0z) isleppauy eopdg 
[zz s9ppauy] Q9€ xOqX Sd ‘Sd (8002) 
eulenxy sieppauy eopdg [[z 2eppauy) 
ADId (20 
pdg [81 2°ppauy] eppory (O6T) I] HPd 
sieppaut eopdg [ZI s@ppauy] eppory 
(S861) SIeppau] eYyL JO UINjey [Oz ‘BI 
‘gI Saeppauy] eucyd! (6002) eueD Auyuy 


wornjoasy 


Dq UOoIspAY] :si9 


qDUN'] EY JO AOPNY EU], :G6 Sieppauy eopdg 
[8-1 St9ppauy] :sxejopapyo oyYM oy} [[D 
SurzouBr pup yyGr1 0} ye] wosy Gurppey 


= 


ea nea oe ef 
“3 68 GS =] fy Sy Sy ps fs Se es 
fem fh eek eh eh SR aay 


ee a 


Reese Ss CET ELS 
Behe we OB ee 


AWM SHL ONOTY Cau VdddY JAVH LYHL SASVd LSda HL IO aINOS 
MOHS OSTY CNY dOVd GINOS ATLLIT AHL IO SNOIMVINVA LSACTIM SHL IO SINOS NOA MOHS 3M 
dudH “AVM SINOS NI NOISSC ALIddS YACWANI TYNIOINO SHL GANDISAG-dY HO GAATOAT JAVH LSOW 
CNY SHYAA 0€ LSYd JHL YAAO STANOAS SHACVANI JOVdS SSATLNNOO NAad SAVH SUSHL Se 


Se 4Q0C ANT 3H L 


76 


GUILTY G 


FROM THE 


BEHIND THE SCENES 


I never really got into 
the original Guilty Gear; it 
was solid enough but just 
cvectioan!cheoacaes cad odd bute Layee > - falt manensarkable to ie, 
es ce beens ¢ vale ole mais werk Really, the game it wanted 

to be was waiting for the 

sequel and PS2 release, 
Though it did add a 
competent, fresh game to 
a stagnating 2D fighter 
market, it didn't start to 
feel complete till X2 and 
its following sequels. It 
still remains my favourite 
2D fighter ~ bizarre that 
in a reignited 2D fighting 
market they haven't been. 
able to turn out a fresh 
title for modem consoles. 
Tthas one of the best casts 
of fighting games - add 

‘Potemkin has always been | together the references 

Dut his damage output in te ox : eel nakaia ee 
Imokes Zangiel's Spinning Ped Se tice: 


winner in my book. 


Now a real force in the beat-'em-up field, 

it's hard to believe that Arc System Works’ 
tentative first steps towards greatness 

hi ni ver \. hat to 
Daisuke Ishiwatari - who seemingly did 
more or less everything on the original Guilty 
Gear - about the birth and rise of a genuine 
contender to Capcom's fighting throne 


b wer been very 
good at fighting games 
but with games like Guilty 
Gear! never really felt like 
it mattered. Even though 
my fighting experience 
normally consists of wildly 
hammering the face 
Virgin Interactive di : - > i buttons and sticking my 

i tongue out, Guilty Gear 
feels like a rewarding 
‘experience; some sort of 
loud noise or colourful 
cnimation seems to 


Daisuke Ishiwatari 
Design/Production mae ven Te a Dr Baldhoad plays similarly to Faust. In k -—- happen regardless of skill, 
=. Hideyuki Anbe Ac would take his quitky move set furthor 


Ah yes, the series that 
gitted us with characters 
like Faust ~ a crazy doctor 
who wears a bag over his 
head wielding a massive 
scalpel! How could you 
hate a series with a 
character like that? 

Guilty Gear X kept me 
glued to my Dreamcast for 
hours. At the time the one 
thing that stood out to me 
was the game's beautiful 
hi-res graphics. 
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The matches 
pass at a terrific 
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of the tearing 
speed the whole haar 
game moves 

at — normally a 
good feature of a 
beat-'em-up, but 
Guilty Gear takes 
it way too far 
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During Snatcher's Wester localisation, 
the film characters in the club Outer Heaven wore 
replaced with Konami mascots due to copyright reasons 


ADVENTURES IN LOCALISATION 


PAD RPT PAD Ala kde 
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While the name Jeremy 
Blaustein is perhaps best 
associated with Metal 
Gear Solid and its superb 
localisation, he has actually 
been involved with more 
games than you realise 

— many of them significant 
releases such as Shenmue. 
games™ uncovers some 
secrets in the world of 
localisation 


EVEN IF YOU'VE not heard the name 

Jeremy Blaustein before, you've likely 

played a game he's localised. Zpang, 
Blaustein's current company, has been involved in 
several recent releases, including Velvet Assassin. 
Chances are you also know of, if not own, the 
retro titles he's translated, most of which are now 
hailed as classics and command high prices. 
Zone Of The Enders on PS2 felt the influence of 
Blaustein despite him not even being involved. 
Enix's Dragon Quest VII, part of the biggest RPG 
franchise in Japan, was his responsibility when 
being brought to the West. Pokémon is another 
massive franchise he had a hand in - at least 


regarding the films and cartoon series. 
Asking about this wide range of work, Blaustein 
jh comments on the lesser-known titles he's been 


involved with throughout his career. “Not 
everything I've done is known and there's some 
work that I'm so proud of [really longed for people 
to see it. It takes a pretty determined person to 
find out who translated a game though. A lot of 
times you put your best effort into things which 
don't wind up being major.” 


Konami classics like Snatcher, Symphony Of 
The Night, Metal Gear Solid and Silent Hill 2 are 


the major titles which made a name for Blaustein, 
but his actual start in gaming was as assistant 


this relationship with Jaleco Japan, typical of 


YF producer at Jaleco USA. 
“After I got out of college around 1991, 

speaking some Japanese, I was in Chicago and 

., § so was Jaleco. My first boss, Howie Rubin, was 

the guy who did the sound for Q*Bert. We had 


real cultural icon. 


emg" American subsidiary, where the Japanese 


company would say: We have these games this 
= year; sell them for us!’ The USA 


Japanese 


Wear their hair like that. 
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A troah faced Jeremy (bottom lft) 
‘ot the Konami Sports Day (undola) at, 
the Tokyo Dome in 1984. 


Jeremy Blaustein is a black 
belt in matsubayashi-ryu arate, 
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NES games lke Salyunik! World 2 
transformed into Whomp Em, 
because the perception was that 
Japanese was uncool 
For Velvet Assassin, Zpang 
translated from English inio other 
languages. Blaustein company 
works with Spanish, French, Ilion, 
‘German, Portuguese, Karoan, 
Chinese and, of course, Japanese. 


A FAMILY BUSINESS 


More Blaustein for your buck 


1, but perk 


ntended. 


ing over the s 
luded an unprecedented 


unt of audi For Silent Hill 3 Joremy reprised. 
his role as translator andl 


Jeremy's twin-brother Michael 
(pictured far right) was 0 gun-wielding 
bad guy in Konami's Lethal Enforcers IL 
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3 + mltthe English volcw acting ist a8 good (Piss There were 108 recruitable choracters| 18 Bocently,Joreay hes been working on 

- 8 you'd hope, says Bloutetn, fs becouse R - fp Sulkin 1 eoch wit thei own unique Bie ot of MMORPGs, inchading an upccte to 

JAPAN S ‘was done in Japan and everyone was under 3 personality —not io mention the bad guys . the classic Uncharted Waters series. 
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Online pias 


who call 


i Did you ask Sumiya-san? She knows about” 
everything thatyoccurs in this neighborhood 


laid at my feet 


don't know what I could have 


done differently, perhaps told 


them to move it along faster, 


had to add 


18 Scott Hards came up with the idea for Neo Kabe Plz but = 
studi Jeremy has « few ideas of his own - like sprinkding the pizec with ‘a 
a mentite tse ‘nor secrwoad botore baking and submergt | , ¥ 


o th 


3ED BUT DETERMINED to do the 
Blaustein took e en 


erica and I audition 


that? There 


tors in Japan, and there wasn't an) 


Jiculous $70 million 


le in th 
mer, Corey Marshall, and th 


{With leftover space on the Snatcher 
disc, Blaustein inckided a series of hunny 
halogues should you phone him in-game. 
‘You're introduced to is wife Chio, listen to 
Buddy Guy music, and his cat Kiw turns 
out tobe a Snatcher! 


arrange the Eng! 


And unfortunately 
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AXELAY SNES [Konami] 1992 


§ Shoot‘em-ups are infamous for their use of huge end-ol-level bosses, and they certainly 


‘on the game's packaging. Too bad 
"managed to find their way to the end of Level 5, and consequently never got _ 
to experience this extremely memorable boss for themselves. 


e : Rico loved the color red. 
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Still have it in my DC 
collection. Even though 
I spent the entire time 
playing it in offline mode, | 
still managed to get hours 
out of it. Rich, vibrant 
visuals that Sega did so 
well, interesting enough 
story. Not kidding myself 
that I had a clue what I 
was doing with the Mag. 
Just fed it all sorts to see 
what would happen. As for 
the online side? What, on 
dial-up? With BT's prices? 
iff... Fat chanee. 


With a sequel due to be released this 
year, we sit down with famed Phantasy 
Star Online creator, Yuji Naka, as well 


as PSO’s main designer and 
art director, Satoshi Sakai 


king of his own world 

himself with the 
nt attitude of a man wh 
is informa 


SUPT 


One of my absolute 
favourite games of all 

time, Phantasy Star Online 
was my WOW. It got 

me into online gaming 
properly, and I spent an 
OFFLINE MODE unhealthy amount of time 
(and a ridiculous amount 
of my mother's money) 
playing online and ott 

Ive played every single 
iteration across all formats 
many players che and reached level 101 with 
m wrked with others my RAcast on Version 2 
‘even though by that point 
Iwas using it as.@ 
glorified online chat room, 


Yuji Naka 
Producer 80 would never have 
Satoshi Sakai reached level 200. 
Main Designer/Art Director So many great 
Takao Miyoshi moments, trying to find a 
Director name that would give me 


Fumitaka Shibata 
Sound Director 


good Section ID and 
ultimately a good drop 
rate, exchanging items, 
weapons and Mags in 
order to give my character 
the appearance I wanted 

it to have, and trying to 
avoid hackers at all cost to 
prevent having to restart 
yet another character. 
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PSO’s lobbies doubled as chat rooms and 


ly became more popular than the 


next big thing, 


cad ‘ If you've never 

H experienced 
online gaming, 
prepare to 
have your world 
rocked and 
your social 

life stripped 
away. Phantasy 
Star Online 

is dangerous, 
addictive, 

with and the most 
engrossing RPG 
the Dreamcast 
has to offer 


yame," said 


Designer/Art Director 


me, Sega was heade 
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Feeling nostalgic? Turns out, with 


PSO, you can go home again ° 
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§ THE COMBINATION OF 
experimental, accidental 
and conscious moves to 
emphasise the dark side of 
war in Cannon Fodder lett 
the game's programmers 
with @ powerful ttle. It 

is perhaps remembered 
starkly for the ironic lyrics 
of its theme tune War has 
never been so much fun’, 
the key words of which are 
‘Go up to your brother, kill 


“The answer is, of course, 
that it is right if he and his 
mates are about to shoot 


we decide to call it « day?” 
The game included a list 
of named dead soldiers at 
the end of each level, some 
of whom you grew to care 
about deeply and a lot of 


Britain and across much of 
Europe, in memory of all of 
the people who died in the 
two great wars of the last 
century,” says Hare. 


hat Jorr ul rica and Japan w ncentra' 
i rea n wide bal The 198( z 
tall h ins, hi ted M w i rica by A ¥ 
poli pt on x sh 1 inghar 
1 plessn ppl sranoia of th 1 Wet 
r r ik x much in fu tthe time, F 
1 188ul J 
hat-t jet al America k 


101 


™§ MARGARET THATCHER MAY have been 
one of the most powerful and influential 
prime ministers Britain has ever had, 

but she wasn't the most popular, And 

in videogames she was an easy target, 

to the point where satire and libel trod 

a fine line. The text adventure Denis 
Through rrinking Glass poked fun at 
Thatcher's husband. Denis had to escape 
from his wife, fuelling his journey with 
copious amounts of alcohol. 


Damocles, which was the second 
Mercenary game, also included references 
to Thatcher, The president of the planet 
Eris was named Margaret. Additionally, 
there is « bank called Lawson Bank 
(named atter the British chancellor from 
1983 to 1989, Nigel Lawson). Thatcher 
was a frequent character in games, often 
represented as a tyrant. Subsequent PMs 
John Major, Tony Blair, Gordon Brown and 
David Cameron must feel rather left out, 
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DETAILS 
Format: 
Atari 2600 
Year: 1983 
Publishe: 
Ralston Purina 
Developer: 
Spectravi 
Expect to pay: 
£50-£100 


ior 


e 


The box has a foil 
finish that sculls easily, Finding 
a pristine copy will be tricky. 


The cartridge 
‘easiest part to find but you'll 
struggle to locate a manual. 
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Your 
monthly 
guide to the 
rarest retro 
treasures 


THE INFAMOUS Chase The 
Chuck Wagon has the dubious 
honour of being one of the earliest 
games made to promote a product 
outside the world of videogames. 
Thought up by American company 
Ralston Purina, it was designed to 
promote Chuck Wagon dog food 
and was given away free to those 


who saved vouchers from the food's 
packaging. Unfortunately for Ralston 
Purina, dog food wasn't something 
that many children of the Eighties 
bothered to buy and few parents paid 
packaging enough attention to 
even realise they could earn a free 
game. Consequently, very 
of the c 


w copies 


idge were ever sent out of 


the Ralston Purine warehouse and 
those that remained were destroyed 


some time around the late-Eighties. 
Over two decades later, the game 
has become one of the most well- 
known collectables in Atari history, 
and though it is by no means the 
rarest it still commands high prices 
because of its infamy. It is now 

so synonymous with videogame 
collecting that the phrase ‘chasing 
the chuck wagon’ has actually 
become a metaphor for hunting down 
any rare game, and there is even a 
retro-game auction site that goes by 


the same name. 
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JUST AS Chase The Chuck 
Wagon's status as the rarest 
game on VCS is far from true. 
its reputation as one of the 
least playable has also been 


n. It's a 


blown out of proport 
poor game, sure, but it is by no 
means the worst. Though the title 
suggests some sort of ‘chase’, the 
titular Chuck Wagon is actually 
stationary throughout the game 
and, as Chuckie the dog-food 
mascot, you must run through a 
maze to reach the wagon. Like 
its obvious influence, Pac-Man, 
there are some obstacles in the 
maze. One is a life-removing 
dogeatcher and the other is a 
bouncing object that temporarily 


freezes Chuckie if they collide. 
Fail to reach the wagon within 
the time limit and Chuckie will 
inexplicably explode. 

Though Chase The Chuck 
Wagon 
score 


rts as a fairly decent 


ack m 


e game, it 
eventually becomes unplayable. 
As the levels progress, the 
bouncing object becomes so fas 
and its freezing powers so potent 
that it can freeze Chuckie on the 
spot then bounce back and freeze 
him again before the first has 
worn off, Chuckie is left helpless 
as you watch the timer slowly 
count to zero and start to wish 


you hadn't spent a week's wages 
on the game 


retro@imagine- 
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hance offer, sa I snapped it up. 


far n 
imperfections, t | q 

and shiny ~ it k actically unused. The instruction 
heet, however, was missing, but I was patient at 

year or so later I acquired a collection of manu: 

included the mi structions, and thus a com 

-opy was finally created. Factoring in the costs of buying 
and reselling what I didn't ne th cases, I probably 


P payi 


about $15 


f{ the game, s 

idering it 
thought that it 
had m: 


1. Tent 


It's definitely not for sale. Perhaps when I 
I'd cor 


donating it to a videogame museu: 
but hopefully a ll or 


Atari as much as Ido and keep it in the family. 
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Are today's innovations really as new 


as their creators would have you believe? 


fact 
of life that, once you get to a 
certain age, all tired and jaded 
you'll begin to feel like you've seen it all 
before. For years, this was a fact that just 
didn't apply to the youthful videogame 
medium, but as the dawn of the digital 
age slips further into the past, those 
who were there from the beginning are 
starting to develop a perfectly natural 
level of cynicism. 
As each generation comes and 
goes, we start to see the same patterns 
repeating, Take the way in which 
dominant platform holders repeatedly 
allow their growing arrogance t 
eventually topple their own empire and 
leave room for a competitor to take the 
throne. It happened very early on with 


Atari, then later with Nintendo. And 
for those of us who were paying close 
attention, it came as no surprise to see 
Sony usurped at the start of the current 
hardware generation 

The benefit of such an active memory, 
of course, is that we also don't fall 
for the hype as much as the younger 
generations. Whenever a new piece of 
hardware or a software innovation is 
announced, it can be very smart to stop 
and think about whether that something 
is actually as fresh an idea as we're led 
to believe. Close analysis of what has 
gone before can provide us with insight 
into whether an evolution of that idea 
may now work as intended and can even 
enable us to be more critical of what we 
receive, if it happens to fall short of the 


standards set by forgotten predec 
So, at the risk of coming across 
like grumpy old men, we've gathered 
together some of this generation's 
‘greatest’ innovations and, well, picked 
on them a little bit. For each one we can 
point to another time in history when 
the same basic idea was accomplished 
We're not going to be revisionist about 
it, however. Getting there first doesn't 
always make the idea the best of its 
time, so if an early innovation failed then 
we won't be shy about explaining why. 
Equally, however, if a modern innovation 
proves to be nothing more than a 
dressed-up rehash of something done 
well but since forgotten, then we'll give it 
as much grumpy ranting as it deserves. 
We are getting quite old now, atter all. 


BEEN THERE, PLAYED THAT: 


THE BALANCE BOARD 


mmm LON aE 
Nintendo 


HOW MUCH 
praise has BioWare 
received for allowing 
you to carry your saved 

game from Mass Effect ! to 2? A little 

too much, you might argue, considering 
that plenty of other games have all done 
the same thing. As detailed last issue, 

Wizardry was the first RPG to retain a 

sense of cause-and-effect over a number 

of games, and was a huge influence 

on Sierra's Quest For Glory series. The 

latter even allowed you to carry over 

every little detail of your main character 
and continue to expand upon him as the 
sequels rolled by ~ which is something 
that Mass Effect 2 shamefully neglects to 
do, despite being released two decades 
after the first Quest For Glory sequel. 
There are plenty of other examples, of 
course. Shenmue I allowed you to carry 
over a save that retained alll the abilities 

Ryo had leamed, as well as the various 

knick knacks he had acquired in the 

first game, Another Sega game, Shining 


Force Ill, saw you play a different army 
in each of its three separately-released 
chapters, with transferred saves enabling 
all manner of interesting effects. With 
the chapters showing a war from three 
different perspectives, the transferred 
saves allowed the player to see how 
choices they made in one game would 
affect characters in the sequels including, 
but not limited to, which soldiers could 
be recruited into the squad and what 
treasure did or did not appear in some 
towns. Most importantly, the final chapter 
forced you to play against squads you 
had developed in the previous discs, so if 
you'd done a good job of building up the 
first force then you'd only make the game 
harder for yourself in the end. 

Many of the examples you see here are 
of ideas that have since been bettered, 
but in the case of persistent saves, there's 
a wealth of great ideas hidden away in 
the past. We love BioWare, but it's clear 
there are many more ways the developer 
can take advantage of persistent saves 


497, > ® 


Shenmue use 
you owned the Xbox 


ST TTSTTAT YeIeTNS 


og 
ms 


tive instalmer 
blame anyone for not trying the same thing again, 


3t pen. Not quite 


The original Game Boy design touch screen but practically identical 


believe 


‘The PLATO system in action 
y wens the Donit expect to see one on eBay 
thing 


mplicate and 
y of the design 


mt that only 
ld tal 


was rarely 1 


ame thing, er hing other than ir 


r to dir 


n obje ink 


The most notewort! It might have been first, bu 


predecessor yame.com’s touch screen wa: 


Jerused it might 
vt 


do is by far the clear winner 


was the Tiger game.com, a 1997 Ou 


not existed, 


aps Yokoi was onto something 


‘Sotc's Tetris 64 wers the only game 
to support Nis woeful Bio Sens 


WHEN NINTENDO first revealed the 
Vitality Sensor at E3 2009, the company 
somehow managed to do so without really 
J revealing what the accessory will do. We 
know it will monitor the user's pulse, but to 

what end? We're not even sure if Nintendo has come up with 
an idea yet 

If it's anything like the N64's Bio Sensor, then we can't 
see the Vitality Sensor being much good for anything, to be 
honest. Released by Japanese publisher SETA in 1998, the 
Bio Sensor did exactly the same thing as Nintendo's plastic 
finger trap. It plugged directly into an N64 controller and 
featured a long wire with a clip on the end that you would 
attach to your ear lobe. This would then monitor your heart 
rate and adjust the game you were playing accordingly. 

It's an idea so good that Nintendo thinks it will 
revolutionise gaming as much as motion control did 
four years ago... so how come SETA could only come up 
with one game that used the 
Bio Sensor? Only Tetris 64 
worked with the device and 
used it rather obviously — to 
change the pace at which the 
brick drops as the player's 
pulse quickened 

Tetris 64 never made it 
outside of Japan and the Bio 
Sensor faded into obscurity 
as the N64 soon breathed 
its last. Had the console 
lived longer we might have 
seen more Bio Sensor 
games... or we might not if, 
as we suspect, SETA lost all 
inspiration for the device. 
Let's hope Nintendo's 
forthcoming peripheral 
fares a little better. 


‘The Bio Sensor never made it outside 
Japan. Wife Vitality Sensor will but will it 
have beter software suppor? We certainly 
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— ‘ Hoved Killer Instinct. I got 
EVEDOL PRESS START pretty good at it down at the 
local flea pit as well, I would 


From 64-bit arcade powerhouse to 16-bit 
console conversion, the making of Killer Instinct 
was very tough indeed. And that's before you 
consider the fact that it had to compete with 
Street Fighter and Mortal Kombat 


remember pulling off one 
of those multi-hit combo-type 
finishing moves against a mate. 


@ complete fluke, too, as I was 
just mashing the buttons. 
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The world’s most embarrassing 
console ports under the spotlight 


THE WARNING SIGNS 


“No Quarters Required,” boasts 
the box, but that claim is only 
worthwhile if you get more than 
25 cents’ worth of entertainment 
from the full-price cartridge. 


The captions refer to enemies 
as though they all have 
individual characteristics. 

But they just look like 
indistinct Lego bricks to us. 


THE HYPE 


sii ONE OF THE BLACK WARRIORS HAVE 
ME 87 the first great KIDNAPPED YOUR BEST The backgroun ae ae 
A GIRL. THAT Wi . lefini le uk 
scrolling beat- RE SIKE St mar ok the Dragon's pai § single-button 
‘em-up games CHALLENGING YOU , Particularly defining feat troller makes 
AND YOUR TWIN | on the later screens gia elaieeeoe combat awkward. 
Technos's SOneR > iy THE ATARI 2600 was released where Activision does a = wey to pick Pressing different , 
Double Dragon COMBAT WiLL ; in 1977, while the coin-op version great job of simulating | and ies hance directions in conjunction 
was a real a : of Double Dragon appeared the Heenan your enemies to a dies oa 
ci 2 eac! 4 cl 
phenomenon THESE THUGS WMP in arcades a full decade later. screen, however, each Soe sit 2000 ita a ches compared = 
when it first hit DONT PLAY BY z Graphically speaking, the two Background has no that. Tews ne ; the arcade version and 
ppine creades ia Wiles cos were worlds apart and you really is therein ePey and | pick up and nothing to | roves that the 2600 just 
1987. The developer's previous title, Renegade, DERS, AND DYNAMITE he d in lore pointless, interact with. isn't suited to some 
virtually invented the genre and was He eee ST ave to wonder why anyone types of game. 
considered a breath of fresh air among the he Ag thought they would make a good 
UZKTOTING | : 
dominant shoot-‘em-ups and sports games of DOESN'T BELIEVE IN | match, other than the obviously 
BAAILEROOS x lucrative nature of the licence. The 


the arcade at the time. And though Renegade 
was an undeniably important release, it was 
its spiritual successor, Double Dragon, that 
really defined the genre. Establishing many 
tropes of the scrolling beat-‘em-up, Double 
Dragon introduced the ability to pick up 

and use new weapons mid-level and, more 
importantly, allowed two players to fight their 
way through the streets in co-operation. This 
social aspect became the defining feature of 
scrolling fighters for years to come, and made 
Double Dragon the sort of videogame that 
every kid wanted to play at home with their 
school friends. 


he ya Drive 


Played It On 


game is almost unrecognisable 
from the coin-op, the music is 

just a few monotonous tones that 
endlessly loop, and the gameplay 
is abysmal. You'll get past the first 
screen by spamming the same 
two attacks, but then the enemies 
learn to do the same and trap you 
in an endless fly-kick combo until 
you're completely out of life and 
you decide to take the cartridge 
back to the shop. 
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Dizzy mace his Videogame debut in 1886, and Ml Codemasters was canny; licensed bags, clocia 1968's Fantasy World Dizzy introduced the Yolk Dizzy’s second sequel, Fimtasy World Dizzy, A video shows how Dizzy would have fooled on @ Dizzy appeared in a series of spin-otf games, 8 Dizzy's popularity shows no sign of diminishing, ™@ This fve-screen game wor given away as a free 
slowly grew in popularity with gamers ofthe deny. cand bahirts were sok. But ode, no egg cups, Pill Dizzy's scramble of frtends ane relatives _Intrerhiced ideas that bacame series staples the PS2 (worn semtastieworlddizry co.uk) ssuch os the very playable Kw Snex. with huge number of ars made games out there. covermount on a December issue of Crass 
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Now the co-founders of Blitz Games, the Oliver Twins have considered ® FOLLOWING THE debate surrounding the Jubulani football 
in this year's World Cup, Adidas decides to invest billions 


bringing Dizzy back for the modern age, but often claim that the of pounds in researching the perfect round object for use in 
character and gameplay of Dizzy just aren't relevant to modern gamers. ~~ future competitions. The company’s dubious findings lead it to 
Here are a few ideas of how we think he could make a comeback. believe that substituting footballs with hard boiled eggs is the 
answer. As a result, the FA makes the unprecedented decision 
to make international tournaments yearly, kicking off every 
Easter Sunday, and eggs from around the world are forced to 
undergo a gruelling competition to prove they're robust enough 
to withstand getting kicked around a field for 90-plus minute: 
Players must help Dizzy realise his dream of becoming one o 
these chosen eggs, by competing and winning in a series of 
finger-punishing Track & Field-style endurance tests. 


© DIZZY ROCK Band brings together a string of classic 
songs, stretching across various musical genres, all 
tenuously linked to the theme of eggs in some way. Help 
Dizzy's musical alter-ego Eggy Pop - and his covers 
band The Yolk Folk — crack Right Said Fred and Sinead 
O Conner's entire back catalogue, as well as the songs 
"The Egg’ by Herbie Hancock and ‘Egg Man’ by the 
Beastie Boys. If all that wasn't enough to make this an 
essential purchase, there's also a few hidden tracks to 
unlock too, including the popular Nineties hit ‘Dizzy’ by 
Vic Reeves and the Wonder Stuff and the Beatles classic 


1 Am The Walrus’ - which includes the lyrics ‘Iam the © ANEW terrorist cell is taking biological warfare 
egg man’, in case you were querying its inclusion. ig to sickening new levels through the force-feeding 
= of staples and Tabasco sauce to battery hens. 
Creating the world’s first egg-bomb, the terrorists 
_ have found the most unlikely of terror targets 
: in the form of busy egg fairs. Governments, 
roe S : ‘© DIZZY IS certainly no stranger to adventur powerless to shut these events down due to 
ress) ‘ ‘ on quite a few in his time. So when Nathan Drake gets a ridiculous bylaws, enlist the help of Dizzy and 
~ j +t “call from an excitable antique dealer to say that he has a his crack team of toasted soldiers to put a stop 
4 . ; map detailing the whereabouts of the eight lost imperial to these evil egg-sploders. In this brand new 
Fabergé Eggs and wants to hire the cocksure adventurer action-packed spin-off to Activision's popular Call 
= s to recover them, he asks Dizzy to accompany him on the Of Duty franchise, Dizzy must travel to egg fairs 
cs mission. However, the unlikely duo soon realise that they around the globe, in a daring race to defuse these 
sot | are not the only ones embarking on this most epic of egg bombs before a young child is hit in the eye with 
: hunts. A group of evil egg worshipers are also out to poach 5 hot sauce - or worse, an errant staple. 
’ the famous object de arts too, as legend has it that when all 
a 4) 50 are placed in an ovoid shape a great evil will hatch from 


sh - the ground and peck the universe to death. 


© DIZZY ARRIVES in Las Vegas without 
@ penny to his name, looking to make 
his fortune. Quickly he gets caught up in 

the shady world of faux-casinos: pop-up- 
overnight gambling establishments set up to 
fleece money from unsuspecting tourists. But 
when a canny poker shark posing as a frail 
grandmother takes Dizzy for nearly $100,000, 
his boss gives him an ultimatum: retrieve 

the money in 48 hours or face getting turned 
into an omelette and fed to one of Siegfried & 
Roy's white tigers. In this newest instalment 

of the Grand Theft Auto series, players will 
‘experience the surreal side of Sin City from an 
egg’s perspective, in what critics are hailing 
as the barmiest sandbox game ever created. 


A STRANGE outbreak of salmonella has turned shoppers inside 
a busy supermarket into empty shells, and free-range eggs into 
charming little sentient beings. In this sandbox survival-horror game 
players have just 72 hours to help Dizzy, one of these good eggs, 
save alll of his fragile friends while trying not to get stamped on by 
the inexorable horde of brain-dead customers inside the store. If 
that wasn't enough of an ask, Dizzy must also suffer an inexcusable 
torrent of annoyingness from a hairy farmer called Otis Washington, 
who will harass Dizzy every six or seven minutes of game time by 
flying his crop sprayer outside of the supermarket and scrawling 
pointless messages onto a tiny, illegible plane banner. 
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Motorcycle racing has a history of heated 
rivalries, but in 1991 the digital medium 
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Cheshire-based developer Travellers Tales may 
now be best known for its slew of Lego-themed 
videogames, but to retro gamers it will always be 
remembered for a pair of Saturn-based Sonic The 
Hedyehog titles developed in close collaboration with 
Sega. games™ talks to the developer's founders to 
find out exactly how this partnership came to pass 
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v a release, 
Traveller's Tales de Rior Saturn. Once 
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Environmental elfects switched up the 
gameplay at random in Sonic R 


IDENTITY CRISIS 


Five classic series that made a bumpy leap into 3 
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FANTASY IV 


Despite being the fourth game in the series, 

Final Fantasy IV was only just the beginnin: 
of Square's rise to JRPG domination. 
Original designer Takashi Tokita explains 
the making of a genre masterpiece 


 Toksta has taken many rol 
including voice acting inthe 


+ ~ 


nuit : a tny con bo conser z ! 
Bakar sie one x Pinal cos Tokita explains “7 . : = neat e 


‘could change up the party with living 
something we always wanted to implement 


ntroducing 
ur mone 


my Wi 
Wy 
KEY STAFF: 
Hironobu Sakaguchi 
Director 

Takashi Tokita 

Lead Designer 
Yoshitaka Amano 
Character Designer 
Nobuo Uematsu 
‘Composer 


xdded ne 


ard combat, and wi 


hick 


FuSova 1900. 
Rosa 2564 
Cecil 3477 
Rydia 1643. 


>». But, starting wit! % I armas had not boen released thre di come to 
znd ia Kuril much later, in the 20 | Famasy Edge 2375. 
to be a full employee 1@ CONTINUED >. thology. vic contained balh FFIV and FY. 


BEHIND THE SCENES FINAL FANTASY IV 


ie 3 ieee ea asia 
FINAL af 


4 This one is the oldest 
Final Fantasy I really like. 
Itisn't as dry as previous 
games, and to me it was 
the first game to get a bit 
of character. I's the first 
great Final Fantasy game. 
I think it laid down the 
template for all FF g 
structurally up to IX. 


4 Oh, I remember FFIV. 
That's the game where 
your character sprite goes 
from super-cool looking 
black-armoured knight 

to white-haired ladyboy. 
Golbez was probably the 
first distinct villain of the 
early Final Fantasy games 
‘and one of the best too. 


Posted by: 


4 FFIV was a great game. 
Tremember quirky things, 
like doing a side-quest for 
« spoon which could do 
9,000+ damage. And a 
room in the dwarf castle 
where you could battle the 
real game developers. 


4 Treclly liked the way 
the cast changed so much 
throughout the game, and 
you were always getting 
people in your party with 
new moves to try out 


Posted by: 

4 FFIVis home to the 
hardest RPG boss fights 
Ive had. There was one 
guy who would switch the 
effects of black and white 
magic; you had to predict 
when his tum was and what 
he would do. And the quy 
after had a cape where you 
had to use the steal move 
to get his cape open. It took 
me ages to figure that out! 
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BEHIND THE SCENES FINAL FANTASY IV 


y are just waiting to be re-inser 
and some have urged Squ 
sinst the idea. "I 
plemented ¢ it would ch 


> Anal Fantasy 


want Final Fantasy 
different? For many, 


thi 
and it has 


TAKASHI TOKITA 
Lead Designer 


FFV retained 
inear narrative 
that would 
dominate t 


ea, lead designer of 
of FFX and XIV, 
to design FFTV 
what would eventially 


Secret Of Marxr projec 


139 


tt 


Designer of the Year Rob Fulop, center, shows off his award as Imagic 
president Wiliam F. X. Grubb and Bitiboard's Laura Foti look on. Fulop 
‘created the tenagic hit, "Demon Attack.” 


auvosia’ 


IMAGINE FOR A moment... you're having an 
amazing dream. You're getting a spectacular 
massage from a sexy companion in a 
luxurious hot tub, and everything feels so incredibly 
wonderful, and it's getting better, and it's getting 
better, and just as it's about to get unbelievably 
good... you wake up and realize there is a leak in the 
ceiling and you're soaking wet. 

Hindsight is 20-20. A long time ago (in a Galaxian 
far far away) we launched a new medium at a time 
when the world was hyper-accelerating toward 
total media saturation. We not only created the new 
frontier but we did it ‘on camera’, ‘in the news’ and in 
front of a worldwide audience. 

A revolution was happening all around us and we 
were too absorbed in the whole thing to actually see 
what was going on. And then it collapsed around 
us, leaving us knee-deep in ashes. Did we see it 
coming? Eventually we did, but usually, when we'd 
look up at the sky, we were so focused on the falling 
manna we wouldn't notice the rain was washing out 
our parade. 

Iput out a call to my compatriots of yore and asked 
them to share two moments from our collective past; 
the moment they first realised that games were going 
to be huge, and the moment they first realised things 
were going down in flames, I heard from people who 
planned it, people who manned it and people who 
caught the tail and simply hung on, Together they 
represent all phases of ‘the first console lifecycle’. 


ee ee 


We ail saw it from different angles because we 
were very different people coming from very different 
places. And that diversity of perspective and 
orientation yielded two marvelous outcomes. The 
first was an exciting new medium, which launched 
an incredibly dynamic industry. The second is this 
very article, 

Where do we start? How about with the men 
who started Atari, Nolan Bushnell and Al Alcorn? 
Bushnell was the first to see it coming by a long shot. 
“Itmay sound silly, but I knew that it was going to be 
huge when I first played Spacewar! in 1966, in the 
University Computer Lab. I knew that the technology 
would fit in the Amusement Park where I was working 
summers. What I didn't know was that I was going 
to be a part of it, It became clear at the September 
1974 AMOA show [Amusement and Music Operators 
Association, the original E3]... other companies were 
content to copy us and were not developing technical 
relevance. I knew then that Atari could become 
dominant,” Clearly, Nolan knew it would be big, he 
just didn’t know how big. If he had, he wouldn't have 
accepted $28 million in 1976 when the company 
would be worth a billion a few years later. 

Al Alcorn also saw it in ‘74, but in a different 
venue: "The first time I realised that video games 
were going to be big was when we were on a cruise 
boat on Hakone Lake in Japan in '74, taking a day off 
from business meetings. And there was a ball and 
paddle arcade videogame on the boat. 


Matta 


142 


Rob Fulop proudly shows off 
«an early Imagic classic. 
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SPACE INVADERS | 


VIDEO COMPUTER SYSTEM ne 


The artists, 
and those 
who jumped 
ship... 


THE FIRST TWO artists in 
1 Spoce Invaders racked up incredible sales the history of videogames 
on Atari VCS. B was defintely no tad were my co-workers back in 
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Your mont ide to 
collectable siete Receries 


100 


The original 
packaging consists of two 
Plastic cases parcelled. 
fogether in one big cardboard 
box. Finding the whole lot 
together is pretty tricky. 


(NG) 
ao) 


2 Panzer Dragoon 
Saga came on a whopping four 
CD-ROMs. Mako sure they're all 
included in the lot you go for. 


PAL my 


DJSb 


If you just want to 
sample PDS then you may like 

to track down issue 31 of Sega 
Saturn Magazine, It came with 
the first dise mounted to the cover 
and is slightly easier to find. 


= 


If you'd like games™ to feature you and your prized possession in 
Collector's Corner, email us at 


ALTHOUGH DEVELOPMENT 
of Panzer Dragoon Saga began at 
the same time as its predecessor, 
Panzer Dragoon Zwei, the production 
suffered numerous delays due to the 
ambition of the project, and even as 
a result of some deaths within the 
studio. And by the time the game 
was released in the summer of 1998, 
Sega Satum's commercial viability 
had diminished so much that it 
hardly seemed worth bringing out 
any more games. Only a handful of 
Saturn titles were released that year 
in the West and Panzer Dragoon 
Saga was among the last, receiving 
«a limited production run of just 6,000 
copies in the United States and a few 
thousand more in Europe. 

After being hyped up to 
unprecedented levels by Sega 
magazines of the time, Panzer 
Dragoon Saga was snapped up 
within the first few weeks of its 
release by a small but loyal user 
base of Saturn owners, and was 
rarely seen again in videogame 
stores. This quickly led to inflated 
but justified prices among collectors. 
Finding the full four-disc release is 
now quite difficult ~ not to mention 
expensive - though the first disc 
alone is relatively easy to find since 
it was actually given away free 

with the May issue of the UK's Sega 
Saturn Magazine. 


OF ALL THE games 
featured in Collector's Comer to 
date, Panzer Dragoon Sagas by 
far the best, Made at the peak of 
Sega's experimental risk-taking 
era, it epitomises the period with 
@ game that made little financial 
sense but was a brilliantly unique 
creation through and through. 

The blend of RPG and on- 
rails shooter didn't seem like 
an obvious mix at the time but 
tured out to be a wonderfully 
playable experience that used 
the best of both genres and 
none of the bad, The art style 
and presentation, meanwhile, 
though influenced by countless 
fantasy films and novels, was 


more than the sum of its parts 
and helped create a game world 
that compelled the player to see 
everything it had to offer, playing 
through all four epic discs of 
content without ever growing 
bored. When critics call Panzer 
Dragoon Saga a masterpiece, 
they're not exaggerating for a 
moment, which only makes the 
game's scarcity all the more 
tragic. Worse still, Sega has 
recently revealed that the source 
code was lost years ago, making 
a modern port extremely unlikely. 
If you want to play it then the 
expensive Saturn route is the only 
one to take, but we can assure 
you it’s worth every penny. 


Name: Damon Locke 
Occupation: Project Manager 


I started collecting Satum games because at the time 
Sega made the best arcade games and Satum had 
promised arcade-perfect conversions (which didnt 
quite turn out to be true), and as a massive fan of 
Virtua Fighter and Daytona, | was a day-one buyer of 
the console, I'd bought the previous Panzer Dragoon 
titles but was surprised to hear that the third game in 
the series would be an RPG. At the time, I was not sure 
about it as I'd never really played RPGs before. 


I never had to hunt around for this one as I have for 
some of my other games. I bought it sealed on the day 
of release from a local Electronics Boutique for the RRP 
I've personally never seen another on a shop shelf since 
that day and I doubt I ever will. 


I bought it brand new on its day of release. I think I 
paid £35 and very nearly didn't buy it because House 
Of The Dead was released that day and I had wanted 
that more. I am glad I did now though. I take very good 
care of my software but over time have given this title 
just a little bit more care and attention due to its rarity. 


1 admit I've only played through and completed this 
game once, but I recognise it as a masterpiece — there 
are very few games that totally immerse you in the 
world created within it (only Shenmue and Shadow Of 
The Colossus spring to mind). It took me a long time to 
complete perhaps due to my previous inexperience with 
RPGs, but it was a fantastic introduction to the genre 
and I really must revisit it someday. 


Regardless of the price this can sometimes go for, 

I would never ever sell it. From its sophisticated graphic 
style, its ambient soundtrack, and unusual story, right 
down to the artwork on the back of the two cases that 
house the four CDs, everything about it oozes class. 
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BEHIND THE SCENES 


Easy to overlook at the time, thanks to its home 
on the Saturn, Guardian Heroes is now getting 
a_second chance to prove its greatness on Xbox 
Live Arcade. We speak to Treasure to find out 
how this overlooked masterpiece came to be 


nable with high-end 2D games of the time 
Heroes enabled players to jump 
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Masaki Ukyo 
Executive Director 
Masato Maegawa 
Management 
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GUARDIAN HEROES 


FROM THE 


FORUM 


sily my favourite 
game on the Sega Satum. 
Nothing says ‘chaotic fun 
more than a ninja dressed 
in green, juggling a screen 
filled with enemies, 


Had no idea what to 
expect when I first put it in, 
but as soon as I beat up 
the first dude and shouted, 
It's like Streets Of Rage! 
Iwas immediately won 
‘over. Then I found out how 
to control the big gold 
dude with the huge sword, 
ail the moves, all the 
different dialogue options. 
Next thing I know I've lost 
hundreds of hours finding 
‘everything in the game and 
exploring the story with all 
the characters, leven spent 
ridiculous amount of time 
in the battle arena whore 
Iwas able to play as all 
the awesome, screen-filling 
mofos from the story mode. 
This was the game I played 
most with my mates, one 
of my favourite of all time, 
and the first that made me 
take notice of Treasure, 

as I'd never played their 
games until this 


finitely one of the 
games all Sega Saturn 
‘owners should own, and 
defining moment in 2D 
side-scrolling beat-‘em-ups. 
Idon' think I ever found 
every game path, and the 
multiple endings made 
more playthroughs a must 
and playing with mates 
was always fun. It was 
like playing an animated 
Golden Axe, but with 
cooler characters and 
@ much better storyline 
from memory, something 
about spirits and a special 
sword? Heck, just writing 
this makes me want to set 
my Sega Satum back up. 
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duff notes in a softography of otherwise symphonic 
brilliance. It maintained the mix of melee and 
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on the internet (though that isn't to way the developer seems to be able to combine of enemies and effects crowding reen. part of porting the game to the Xbox.’ 
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Segal”), it means the only way to enjoy them again 2 gem of a game, 


high, so when alll of the hardcore fans went out and 
bought it, it sold out. So I think that's why it still has 
a premium price wh it on web auct 
That limited availability also partly explains the 
relatively muted reception that greeted the game 
j upon its release. From Treasure’s perspective, the 


you ons. 
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The world's most embarrassin A 
console ports under the spotlight 


S.T.U.N. RUNNER 


ORIGINAL RELEASE !)ocrd: Hard Drivin’ Hardware Voor: 1989 Publisher: Atari Games Developer In-house 


RELEASED INTO ARCADES in 
1989, S.T.U.N. Runner was a 
popular racer in which players 
got to steer a state-of-the-art sled through 
a series of snaking tunnel networks. In 


Drivin‘ In addition to its futuristic setting, 

S.T.U.N. Runner didn't concern players with 

normally important driving necessities 

like acceleration, gear-changing or even 

braking; instead players simply had to 
maintain their speed 


keeping with its ultramodern 
theme, it looked astonishing around the game's tubular 
thanks to impressive courses by keeping to the 


polygon visuals courtesy of a 
sophisticated graphics engine 

first unveiled by Atari Games with Hard 
Drivin’ a year earlier. 

But while Hard Drivin’ looked great, 
selling itself as the world’s first 3D driving 
simulator, there were many who felt its 
gameplay was lacking in excitement. No 
such criticism could be levelled at S.T.U.N. 
Runner though. Here, Atari injected a 
heavy dose of thrill into its newfangled tech 
by doing away with a lot of the realism 
that had governed the gameplay of Hard 


160 


best racing line (usually the 


outside walls), hitting boost 
stars, and blasting away anything that was 
unfortunate enough to get in their way. 
With its satisfying blend of exhilarating 
gameplay and attractive graphics, 
S.T.U.N. Runner became a popular 
hit for Atari Games. And it was Brit 
coding shop Domark that secured 
the home computer rights, and 
developer Mind’s Eye that was left 
scratching its head as it worked out how it 
was going to somehow squeeze the fastest 


Publisher: 
) Domark 
Y Developer: 


and most visually impressive arcade game 
of the time onto a cassette tape. 

Knowing that polygons were far beyond 
the reach of the humble Speccy, Mind's 
Eye was forced to come up with a visual 
workaround. Its answer: rather than tunnel 
networks, have the player's vehicle travel 
into different monochromatic dartboards 
instead - dartboards constructed from 
bitmaps that would flash really, really fast 
so as to confuse the player's addled brain 
into thinking it was on a pier somewhere 
playing the actual arcade game. 

It was an unusual strategy, and 
sadly one that was unsuccessful. 
Reviewers of the time simply 
complained of eyestrain, were left 
questioning why home conversions 
were even considered, and then 
finished off their damning appraisals with 
some very low scores. 


the coin-op these sections were 

aa Tooked like - unfinished 

sections of tunnel track, but in the 

|. Clearly green and barren so as to 
sos as east respite from the chaotic 
tunnel sections, they also probably 
saved Domark the need to slap a health 
waning sticker on the game box. 


One of the key raci 

strategies inthe Seika was 

that players had to ensure their 
sled kept to the optimum racing line 
as it scudded around the course. 
That mechanic is less significant in 
this conversion; our sled reached 
the fourth race without us having to 
Press a single button, and got to race 
seven with us simply using fire. 


Static screenshots cannot show 

how wiencily uncomfortable 

these tunnel sections of the 
game are. Take our word ae uy ve 
though; playing this game feels ct’ 
like you're participating in some kind 
of ological test, or that you have 
led across Heaven for a super 
clubber/Max Power fanatic — 
Hell for everyone else. 


Spectrum port they're just flat bits of open 


ONVERSION CATASTROPHE 


eam 
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HALL OF FAME... SUPERFROG 


t coins to open 


than a straight 
ith a Rare 
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pers lined ur 


xd its fair shan 
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r ing the F 
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ia 


Juring gamer 
perirog around, 
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n a character 


ham, | 
re family- ! 
Jespite the 


pe f choi 
friendly Lucozade and the 


{W The frog prince discovers a lovely bottle of The Lucomnde occasionally appears ingame. | Superfrog indulges his gambling addiction by MA secret area in Woeld 5 reveals an unfinished One of the last levels, called Project Eis afun fl Supertrog/sencling sees the princess tumed Ml Supertrog appears as a secret playable 8A reward animation in Worms 3D sees a Worm, 
cosade floating in the River of Despei. Drink i to replenish health ust Moe rec it playing o trait machine. ls Lucoande o trail? part of the level Wess Toam7 tn the pub that dry? homage to previcus Team 17 tthe Project X {nto « frog. Our hero isn too happy cent character ia purde game Wiens Hast tum into Supertrog after being strick by lightning, 
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HALL OF FAME... SUPERFROG 


The Soft Sell 


The advent of product placement in videogames turned a handful of game 
heroes into fizzy pop addicts and alcoholics. Here are a few of the most 
notable gaming tipples and the effect they had on the gameplay 
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The class and dignity of Conker's Bad Fur Day extends eo far 
sto include a sub-game where Conker must urinate on flaming 
demons, which cry out in pain, ‘Ohhh! | got pee in my mouth” 


BEHIND THE SCENES 


How the UK's favourite software house 
took an unfinished cutesy platform : vamplebarsqural es oe oi 
game and transformed it into the least- 
family-friendly mascot platformer ever 
to grace a Nintendo console 


all games that 


Chris Seavor 
Project Lead and 
Game Designer 


Chris Marlow 
Programmer 
Louise Ridegway a 
Animator ynonym twas during the production 


th 5 F beehive fom the wasps’ mission that Sear 
= Beanland the vision of what Bad Far Day would become. 
‘omposer and ¢ 


Sound Designer 


mmer on Bad 


reloaded) re 
ers and 


5 CONKER'S BAD FUR DA 


FROM THE 


FORUM 


ICRIZZLY 

‘The game was fantastic: 
it wasn't big nor clever, but 
certainly made me laugh. The 
multiplayer was fun as well, 
especially the heist mode. 


‘The Great Mighty Poo will 
forever live on in our hearts 
‘and minds. 


is game will forever be in 
my memory as one of the most 
entertaining, innovative and 
laugh-out-Jaugh funny games 
‘ever made. 


‘The toilet humour never 
wears thin. At the time, it folt 
like a masterclass in laughter, 
shock, level design and 
impressive graphic fidelity. 
Easily a personal favourite 

of mine in Rare's 
development chronology. 


Toved this game on N64! 
The comedy, while it could 
be quite childish, was still 
funny and tickled me (as well 
‘as being very British)! The 
characters were genius - the 
money that talked, the split- 
personality cog, the boiler 
with balls, sunflower with 
huge breasts, the building- 
sized Amazonian woman 
etc. Then there are the film 
references - a Terminator-style 
robot, Alien, Matrix (awesome 
section), Saving Private Ryan 
(again, ewesome section!) 
One of my favourite games of 
cil time. 


Itwas brilliant, a real 
departure from the norm, 
‘and with some excellent 
level design and unexpected 
delights along the way. A 
thoroughly good romp, It was 
tricky too, especially the poo 
tunnels level. I'd quite like to 
play it all over agetin now. 
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CONKER’S BAD FUR DAY 


Conker's Bad Fur Day is stacked full of unforgettable moments, but i one segment of the game 
shines brightest, it has to be the Great Mighty Poo. Though the word might be used too cheaply these 
days, when it comes to giant, opera singing, demon poo, it can only be fair to say- genius 
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nore memory to play THE SCRUTINY of censorship and 
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the tightrope 


ch publishers anchor 
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images are well known. Very and I think that comes through in the 
if the dialogue and : 
is rarely are developers able to create final edit.” As Seavor remark 
OF FREE REIGN. VERY games without constraint because their > acting in gam 
much live performance as games ultimately represent not just each aden for two reasons: bad 
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(The Great Mighty Poo's theme 


some bi ine) and quest appearan 


jer and recording sessions where the voice 
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F ALMOST IMMEDIATELY upon « ig the s produce, Than owever, the lots of different voices out of the 
games Seavor had shown his guts and played his was the same great companies shared ac: trait - a genuin 
and cr as animator Louise Ridgeway states, “The : A ease assion for games. Due to this passion - and the 
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It's a brilliantly 


eas | by Seavor's account, Bad Fur Day wasn't so much to cratt that vision as 

bizarre, e tc und designer an evolution of fe Tales as it was a complete to see millions pened to the remarkable and re 

: Robert Beanlo rityoftheteamwere | overhaul: “Asi quirrel called Conker, noth 3 all great work 1 Conker’s 
Y arlow, “but 

insanely fun never comfortable with the cute platformer direction of do with Twelve Tales ever made it ove: ay is an all too rare exc 1 intimacy 


en creator and 


ence, Every element of the | | 


strated creative 


nes are, and a new one 


3D-platformer Twelve Tales.” For the studio's reputation - and for | became Bad Fur Day’, he explains. "Twelve Tales 
ee sire of the development was scrapped, like many ga: 
extraordinaire, essential that Conker should stand out 
anda from the crowd. The game needed a touch of flair. 
This it g h Seavor stepped in as project 

wonderfully oe Ne nee SO aie 


h the personality of its creator 


an slate, v 


tare 


4 bit of cm evil 


out doubt this constituted a big risk, but sign and the dark hi 


om deep within the depths of h 


The gameplay, the di 


ee it, "There need to be games made for 


lead and literally tumed the game upside down. x ‘em, rather than because s ing around in there, I can't gu 

ironic swan 1 remember working with Chris's first nas found out that ninja monk: x ome out alive... or 
designed task - stealing the beehive from environments and drop-ships sell lots of units mentally stable. 

song for the says Marl His team agreed, as Beanland recalls. "Once 


the N64 


at together 


Chris was in the driving 


team was a lot happier went on to pour 


ompleting the 


ak: his imagination into 


for su the game, As B 


and trust. but it The initial idea a 
syringe-wielding Tediz clearly cary tascst 

so far. chara ‘overtones, Conker's Bad Fur Day was a fas from 

Bad Fur J onlas ‘chwaysl'e the innocent plating of are's other NBA tiles 
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mers in Europe were 
quite happy with THQ publishing 
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Europe made the right 


have taught) the gaming 


ying equation to 


PEOPLE CHOSE TO 
RENT IT RATHER THAN 
BUY IT AS THE SINGLE- 
PLAYER WAS SHORT 


funny when the 


didn't profit from, ¥ 
‘Another true rarity for a platform game at the time, 
Conker’s Bad Fur Day's multiplayer was good enoug! 


t it rather than buy it as the 


pment team is given 
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nality into the work. Conker to rival even the best of the N's sphi-screen action 


is the work I 


be hard to blame poor lif Conker for temporarily 
ting about Ber ana becoming sen 
nt and brilianily wellrounded ugg, 
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followed it. We recei 


who to enjoy i 


controversial title 
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and continual love and ambition 
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e of its great 
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lf say, "While other games go on tc 


money for the same amount of work 
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d with on it, 
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peopl 


wouldn't change a thing. 


CONKER'S BAD FUR 


Conker’s sense of humour stretched into 
parody, not just of videogame conventions 
but of familiar Hollywood staple 
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presented very diflerent visions 
of the planet Mobius. 


Prir: Lana, Mega Mar 
i from the like 


years, DIC 


This detailed SatAM concept art 


suggests bow it was the slightly more 
mature of the two cartoons. 


the m 
Hyrule 


tried, and fail 


fought 
had both si 


for the TH 


‘ourage 


IDEA OF PRODUCING 
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SONIC 


AFTER WORKING WITH Nint« 


ces London. 


NINTENDO WAS 
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PROFESSIONAL AND 
GOOD TO DEAL WITH 
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sinment 


ny dem: 
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working 
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Sonic SatAM arrived the same your ax 
Sonic Spinball. Clealy, the werd rodent 
hhere suggests i Robotnik table. 


The Fastest 
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gether as the titulen 
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“ re going to use it a: si Lacaude De ye Tatace 
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ne of the more 
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looking for, 
ought, what the hell 
ec shot at it. We 


n and gamers 
wf 


re. Although games 
til w 


‘The quality of animation wasnt 
the greatest strength of DIC's 
‘videogame cartoons; some of the Sag 
character designs would’ look out 
of place on a bootleg Tait. 
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The Nintendo Famicom. You already know 

the story, right? It's the console that changed 
the world. But what was it like to actually be 
there at the time? We talk to some of Japan's 


best-known retro-gamers to find out 


iding 


arting out 
yptic wastelan: 
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BIG IN JAPAN IN THE EIGHTIES 


We talk Famicom with Japan's 
premier retro game celebrity 


starting Beat Takeshi. 


ARCADES WERE WHERE 
DELINQUENTS HUNG OUT, 
AND I DIDN'T WANT TO 
GET EXTORTED MONEY 
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1 The game below needs no 


it was as succeeshl and important in Japan 
a aa it was the resto the videogaming world 


BIS EEIBIIEIE! 


THERE WERE A LOT OF 
RUBBISH GAMES WITH 
FANCY MARKETING 


it wasn't the 


abbish 
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THE REAL 
COST OF 
GAMING 


WIN 1983, Anew Famicom 
cost 14,800 Yen, and games 
cost 4,000 Yen. Here's what 
else your Yen would have 
bought you back then: 


¥100: A bor n of sof 
drink (¥150 tode 


¥170: ! 
¥200: A ; 


¥1000-3000: 4 men 


¥3,900 (cuts), ¥2,800 
(child): Tok 1 


fassport (¥5,800 and ¥3,901 


Jay, resy 
¥18,000: A sand 


BIG IN JAPAN IN THE EIGHTIES 


." Take 


aracter 


name and 
detectin 


Meiten 


and launching the 
trajectory that ha 


Ineverthought 
iventur 
ne kid med t 
ing me in trouble and tried losing the game i 


front of me on purpose, in the end I got to talk t 


ind stores like Akihaba: 


do Famicom game: 


Retro memories from the fastest fingers in the East 


IF ARINO IS the modern of his uncanny ability shows to promote his 
face of Famicom gaming to fire off 16 shots per o videogame 
equivalent throughout cond, and turned into an The kids of that tim 
the Famicom's heyday overnight celebrity. their eyes sparkled,” he 
was Hudson Soft’s Meijin For my family it was remembers. "I attended 
kahashi, Like Arino a big deal, especially a lot of publicity events 
today, Meijin Takahashi because I had kept it where people were playing 
was recognised by quiet - until one day they games, so I got to see a lot 
rybod) ywhi spotted me on TV. One of of people playing them. Ot 
in 1980s Japan ~ which se, if they got knocked 
is more extraordinary out after two minutes they 
for the fact that, unlike 
Arino, he didn't start out 


at the time and she 

sign autographs for! looked disappointed, but 

of her students who when they v ful, 
as a celebrity. He was jus d to go to school, their whole face lit up and 
someone who worked Takahashi’s 16-shots-a they forgot everything els 


Hudson's PR div second quic for a moment. Whenever 
happened to be trademark, as he travelled} I remember tho: 

good at games ~ plucked up and down the country I feel very lucky 

from obscurity because and starred in all sorts of |! Takahashi Meijin. 
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We asked several people connected to 
the Japanese videogame industry for their 
memories of Famicom gaming. Here are 


their answers: 


© fiye, localisation manager, 33 


@ Yobich\ manager, 36 


A7: The games 
were simple 
and intuitive, 
and the game 
characters 
were cute. 


AB: Ireme 


f@ Yochisbs, company director, 34 


A7: I think the 
unadorned, 
naked 
simplicity of 
the games 
gave a lasting 
impression 
and depth of 
experience that 
is impossible 
to forget. 


A8: I remember 
sitting up all 
night with 

my sister and 
completing My 
Life My Love: 
Boku No Yume: 
Watashi No 
Negai 


BAtsuhi 


l@ Kenichi, progr 


A7: They're 
easy to enjoy 
because the 


tules are 
simple, and the 
graphics and 
sound let you 
use the power 
of your own 
imagination. 


i 
— 
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THE HYPE 
=r kh =o. =a: Released 
= in 1986, 
Midway's 
Rampage 
was one 

of the first 
arcade titles 
to really make 
you feel like 
a giant beast. 
Allowing you 
to play as one of three monsters resembling 
King Kong, Godzilla or a giant werewolf, 

it allowed you to roam through city streets, 
tearing down skyscrapers, eating civilians 
and smashing up military vehicles. Unlike 
previous arcade hits, Rampage wasn't a 
score-attack game, and the looping levels 
meant that you wouldn't even play it for 

the challenge of reaching the end. Instead, 
it was one of the first visceral videogame 
experiences, designed to simulate an 
exciting situation that just wasn't possible in 
real life. You played Rampage because you 
liked being able to smash things up without 
consequence. For teenagers and children, 
this was an attractive prospect, and proved 
extremely popular at home. 


The world’s most embarrassing |Keguste?™ 
arcade ports under the spotlight [aaa 


Atari 2600 
1989 

Activision 
In-House 


THE WARNING SIGNS 


Huge headlines 
draw attention to the 
word ‘Trash’. Is this 
a subtle hint about 
the game's quality? 


The arcade game featured a 
hugely popular three-player 
mode, but the Atari conversion 


only allows for two at once. It's 
already a poor conversion. 


TACIIVISION 


Forone or 
tw players. 


of the game can't stand it 


THE REALITY 


WITH NO compelling scoring 
system or difficulty level, 
Rampage relies on the ability to 
wow with its visuals and keep you 
amused with its fun gameplay. 
Sadly, the Atari 2600 conversion 
achieved neither of these 
essential tasks. The city is dull 
and lifeless with so little detail 
that you can't possibly enjoy its 
destruction, while the controls are 
so clumsy that playing becomes 
more of a chore than a pleasure. 
It does have some things going 
for it — the monster animation 
is great, especially when you 
take damage and shrink back 
to human form — but that’s not 
enough to save this bland and 
joyless conversion. 


The buildings 
are as bland and 
blocky as you 


could possibly imagine, 


With so little detail, 
there's no satisfaction 
in destroying them, 
especially as they blink, 
rather than slowly 
crumble, to the ground, 
And why are they all the 
same colour? 


No matter what 

we tried, we 

couldn't find a 
way to grab civilians 
con windows and 
eat them. The box art 
boasts that you can 
eat people, just as in 
the arcade game, but 
George's hands didn't 
even reach the windows 
when we played. 


The monsters 

are quite well 

animated but 
really difficult to 
control. With only one 
button, jump has to be 
mapped to the stick 
but, weirdly, holding 
the fire button will 
make your monster 
hover and slide across 
the screen. 


What You Should Have Played It On 


i LABEHIND THE SCENES 


Hi SIN & 
PUNISHMENT E 


By 2000, Japanese game developer 
Treasure was one of the greatest 2D 
action game creators in the world. But 
how did it fare in making its first full- 
3D title? Treasure’s founder and CEO, 
Masato Maegawa, reveals all 


WE WANTED TO USE 
THE N64'S ‘LEFT’ 

; POSITION, BECAUSE 
tinber or | NOT MANY GAMES DID 


KEY STAFF: 
Masato Maegawa 


Producer 

Hideyuki Suganami 
Director 

Atsutomo Nakagawa 
Main Programmer 
Yasushi Suzuki 


Character Designer 


CONTINUED 


[SHADOWMAN, 
4 I picked it up on import a 
couple of years back 
finally got my RGB. 
N64. I could n 
how great the 


game that Jets me fight the 


Planet Earth as the final boss. 


decided to pick it up on 
Virtual Console. Glad I did: 
grea rth difficulty 

ng enough to keep 
pooled gamer 
happy. Love fighting a planet 
with guns too, 


4 Siill the only Jop N64 cart I 
own. S&P joined that great list 
of US/Jap games on various 
consoles that 
over here. Whil . 
were playing this tight blaster 
with great visuals, we were 


al it. T 
twitchy and well, no! 
It did, however, com« 
the fact that I don 
gaming, and for that Iam 
truly grateful as it's saved me 
a lot of money, 


Posted by: 
IFFERENTCL 
4 Tremem 


‘wanting to play it, s 

the aircratt carrier level looked 
like the best thing ever but 
Thad not the funds nor the 
means to import. I was over 
the moon when it came to the 
VC. I'm sure Halo 3 was out 

ata similar time and it barely 
touched that until I was done 
with Sin & Punishment. 
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8 "A nommal two-player mode was difficult on the hardware, #o we 


WHAT 
THEY 
i SAID 


AETBO REVOLUTION 
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Most sports games come and go, 
their annual iterations rendering 
revious instalments fun but 
fortgetable footnotes. But some stay 
in the memory forever and seem to 
e little over the years. How do you 
make a sports game that special? 


Sega's Mie Kumagai reveals all. 


ai 


TENNIS GAMES, WHETHER y 


t, cre art of the 


BEHIND THE SCENES VIRTUA TENNIS 


The addition of a fourplayer doubles IE 


of Virtucr Tennis that Bite bit boos. 


SCORE MmIAliO OF 


superb games where the 
controls just seem perfect! 
Within minutes of your first 
game you will be knocking 
back and forth Sampras/ 
Agassi-calibre rallies.” 


Posted by: 

4 "Ifs the only game ever 
that made me buy « console 
right there in the shop, I'd just 
got my student loan, and to 
be honest, I'd really gone off 
games what with being at 
uni and ail so it was a bit of 
surprise when I splashed 
cout on it. Three games of it 
in HMV with my mate though 
and I was walking home with 
Dreamcast under my arm. 
First time I've ever done that. 


Posted by: 


my twin brother 
uused to go into HMV most 
nights after schoo! and 

play this since they had a 
Dreameast and two pads set 
up. Back in the days when 
you weren't frowned at by 
statf for actually playing the 
games they have set up. One 
of the first games I bought 


THERE WERE A LOT 


when I got my Dreamcast for 


Me famagel OF DOUBTS, A LOT OF win yu cal get ho be 
Prody with five games, It was 
sisinesoaes NEGATIVITY TOWARDS = S 


Mitsuharu Saikawa 
Chief Programmer 


THE PROJECT as = , i Fert neE | 2% played a tonnis game | 


liked since. 


' Torn] 


Kazuko Noguchi 
Chief Designer 


uring her 


when w 
CONTINUED > 


196 


Posted by: 

4 When I was at uni, one of 
my mates had a Dreamcast 
cand one night he suggested 
playing Virtua Tennis. had 
played it in the past but not 
for a long time but it turns 
‘out I'm pretty good at the 
game. We were playing 
winner stays on and about two 
hours later I still hadn't lost a 
game. They refused to play 
me at it ever again 
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Format: Saturn 
Year: 1998 
Publisher: Sega 
Developer: Camelot 
Software Planning 


Expect to pay: £30-£100 


Unlike retail Saturn 
games. the Premium Disc 
Comes in a cardboard 

rather than a jewel case. 
not to soutl i 


Put the CD in a PC 
and you'll find a secret text 
document that eriticises Sega's 
actions during the Saturn/ 
Dreamcast era. 
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Your , 
monthly 
guide to the 
rarest retro 
treasures 


BECAUSE YOU couldn't buy 
it in shops, for one thing. No, if you 
wanted the elusive Premium Disc, 
you had to cut out vouchers from 
the manuals of all three separately 
released discs of Shining Force III 
and post them off to the developer, 
Camelot Software Planning. This 
made the disc quite difficult to 
come by, especially if you lived 
outside Japan. Although Camelot 
had quite a few discs in storage 

for many years after 1998, it soon 
became quite tricky to locate all 
three vouchers 

Most second-hand copies of the 
games already had their vouchers 
removed and the second disc of the 
trilogy is something of a rarity in 
itself, so you could end up spending 
in excess of £100 just to get all three 
tokens. In a rare act of generosity, 


Camelot Software Planning was 
happy to honour the Premium Disc 
offer to anyone outside Japan, if 
they sent the tokens in, and would 
occasionally send unsolicited 
discs out in response to fan mail. 
As the years passed, however, 

the prospect of acquiring a new 
disc from the source has become 
very unlikely. If you want one to 
complete your collection now, your 
best bet is to try eBay or specialist 
retro stores, but be prepared to pay 
inflated prices. 


retro@imagine- 


publishing.co.uk 


OH, YES. Packed full of 
special features, the Premium 
Disc includes exhaustive 
galleries of concept art, 
promotional imagery and 3D 
models, a sound test, interviews 
with the developers, and isolated 
movies. Best of all, however, it 
includes about six extra-difficult 
battles to play once you finished 
the main trilogy. These battles 
pitted you against famous bosses 
from the previous Mega Drive 
and Game Gear games but in 
three dimensions and with a 
custom team assembled from all 
of the characters you'd acquired 
during each chapter of the 
Shining Force Iil trilogy. 


As a bonus disc and freebie, 
the Shining Force II Premium 
Disc is one of the most generous 
and comprehensive ever created 
in the history of videogames 
and it continues to impress us 
today that Camelot Software 
Planning would pour so much 
effort into producing something 
the company wouldn't even profit 
from. And despite its rarity and 
market value, the sheer wealth 
of content on the disc ~ playable 
or otherwise - makes it worth 
every penny for fans of the series. 
If you're a strategy RPG nut 
and you don't have this Saturn 
release then we suggest you start 
looking for it now. 


Name: Tom Davies 
Occupation: Supermarket Assistant 
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THE PEOPLE OF Japan have a reputation 
for being insular. Despite their acceptance 
of aspects of Wester culture, they regard 

their own products, traditions and population as 

superior. So the success of Dylan Cuthbert and Giles 

Goddard — two British programmers whose talents 

scored them significant roles within the most famous 

videogame company on the planet - is remarkable. 
Both men got into the world of coding in a similar 
fashion. "My mum bought me a Sinclair Spectrum for 

Christmas when I was a wee lad,” recalls Goddard. 

“It didn't come with any games and I didn't have 

any money so I used to type in BASIC games from 

magazines. None of them ever worked of course, so I 

always had to fix them by hand, One day it occurred to 

me that it'd be easier just programming them myself.” 

Cuthbert was also introduced to programming via 

Sir Clive's hardware. "I leamed to program when 

I was nine or ten on a ZX-81 loaned to me from a 

friend's dad who bought it to try and tum it into a 

drum machine because he was a synth nut,” he says. 

“However, the ZX-81 doesn't have sound - a fact he 

neglected to check when he ordered it - so he gave it 

to me and I started typing in program listings 
of games from magazines.” 


‘Apple User's Club’ somewhere in Aberdeen and they 
had no idea what I was talking about.” Despite these 
issues, Cuthbert and Goddard have fond memories of 
working under San, ‘Jez was very hands-off, so it was 
quite pleasant and creative,” says Cuthbert. "I just got 
on and did my thing with little interruption.” Goddard 
agrees: “It was good fun when there were about six 
of us working in San's house in North London being 
paid to do stuff I was already doing as a hobby in my 
bedroom back home. It was the ideal job.” 
Argonaut's output was at the cutting edge of 
technology. “At one point I worked on the Konix 
Multisystem, a console that didn't see the light of day,” 
recalls Cuthbert. "Then I was put on the Game Boy to 
see if] could make a 3D game on it.” The project found 
fame in Japan but was never released in the West. 
“Argonaut made its own Game Boy development kit 
by hacking one to bits and plugging cables in here 
and there,” recalls Cuthbert. “That's what I used at 
first. Jez approached Nintendo to show off the results: 
a 3D engine on the Game Boy.” It was a bold move. 
Unlike their Westem counterparts, Japanese gamers 
had yet to embrace 3D gaming, and approaching 


THE PAIR BEGAN their careers in the 1 OM _ 
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teens. 1986 smash Starglider propelled the 
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school before my A-Levels so had to find a 
job,” replies Goddard, when asked how he 
got involved with Argonaut, "By this time I was coding 
demos for the Amiga and experimenting with 3D wire 
frame stuff. I really wanted to do filled polygons, 
but didn't have a clue how to render them. When 
Starglider I came out it was one of the first games to 
use filled polygons. It blew me away. A few months 
later I saw an advert for programmers at Argonaut.” 
3D gaming was coming of age thanks to the power of 
16-bit home computers. "I applied for a job with my 
2D games and got rejected,” he says. "I went away 
and made a 3D demo on the Amiga and sent it in a 
month later, Jez phoned me up and gave me a job. 
The first task both men faced was converting 
Starglider II to different formats. Goddard handled 
the Macintosh SE port while Cuthbert worked on the 
PC version, "It was a nightmare and I was in way over 
my head,” admits Goddard. "I barely managed to 
finish it, mainly because there was no info on how to 
get to the low-level hardware needed by the rasteriser, 
This was pre-intemet and the only lead I had was the 


Nintendo - then the world’s biggest game 
manufacturer - smacked of arrogance. Still, 
the project appealed to the Japanese giant and it 
snapped up the rights to Cuthbert’s creation. “The 3D 
engine and game I had developed for Game Boy were 
going to be published by Mindscape, but Nintendo 
bought the rights," he explains. Originally entitled 
Lunar Chase, the game was renamed X at the behest 
of Nintendo president Hiroshi Yamauchi. Although 
it didn't exactly set the sales charts alight, it clearly 
found an audience, because Japanese publication 
Famitsu recently recognised it as one of the most 
influential Game Boy titles of all time. "I'm not sure 
who it influenced, but it was definitely flattering,” 
laughs Cuthbert. 'T think it was an incredibly unique 
game for the time in Japan. 

A groundbreaking game, X was the first 3D title 
released for a portable machine in the territory. Sadly, 
it never got the chance to repeat this success in the US 
or Europe, where, ironically, 3D was far 
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Giles Goddard was responsible for Mario's 3D floating head 
demo, arguably one of the most important in gaming history. 
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The Japan-only Game Boy tile Xin action. 
The first SD game to be released on « portable, 
twas designed and programmed by Cuthbert. 


Goddard and Cuthbert's frst task 
ct Argonaut was to convert the hit ttle 
‘Starglider Ito different formats. 


better established. "It was deemed unsuitable 

for the American market by the Nintendo of 
America execs at the time,” says Cuthbert. “They 
wanted to keep everything simple and Tetrislike.” 

X paved the way for future collaboration between 
Argonaut and Nintendo. San's company designed 
a graphics chip - the Super FX chip 

that could be placed inside SNES 
cartridges to boost 3D performance. 
The first to exploit this hardware was 
StarFox, one of the console’s best-loved 
games. “Giles and I were the main 
programmers,” recalls Cuthbert. “We 
worked on location at Nintendo the 
entire time. The whole game was our 
domain and we worked closely with Gar 
[Shigeru] Miyamoto, [Katsuya] Eguchi, onal 
and everyone else. A lot of the ideas came from us. 
The storyline and characters were totally Nintendo's 
doing, but I did come up with the names for Fox 
McCloud, Slippy and Peppy. Falco was thought up by 
character designer Takaya Imamura.” StarFox was a 
hit and led to further work for the intrepid duo, Soon 
after, Goddard oversaw the development of Stunt 
Race FX (Wild Trax in Japan), while Cuthbert busied 
himself with StarFox’s sequel. Sadly, despite being 
practically finished, StarFox 2 never saw official 


release. “PlayStation had just come out as we were 
finishing things off and it overshadowed everything 

especially the Super FX chip ~ and this was the 
main reason for stopping the release,” explains 
Cuthbert. “It was a shame but definitely the right 
decision. SNES was looking older and older thanks to 
the release of the Satum and PlayStation 


FOR CUTHBERT, THE appeal of 32-bit hardware 
was strong. “I moved on to Sony America because 
I wanted to work on PlayStation,” he says. "I was 
in awe of Ridge Racer as I was a big arcade-game 
fanatic back then and the number of polygons the 
system was pushing was phenomenal.” However, his 
former cohort decided to stay with Nintendo, albeit on 
a more permanent basis, “I'd been in Japan for over 
two years and had very little connection to the UK so 
I didn't want to go back,” Goddard says, Contrary to 
popular opinion, finding acceptance as a Westerner 
within a Japanese firm wasn't an issue for Goddard. 
“Apart from the usual ‘gaijin’ stuff, | was treated like 
anyone else,” he insists. “By the time I joined Nintendo 
I'd already proved myself with the two Super FX titles. 
Also, a lot of Japanese business is done through 
‘shoukai’: being introduced to another company by 


a company you're already doing business with.” 
Argonaut's previous positive dealings with Nintendo 
meant Goddard's route in was relatively painless. 

“In between projects, I was in the Nintendo EAD 
tech group so we did lots of things that never saw the 
light of day," Goddard recalls. “One demo I worked 

on depicted Link fighting an enemy. It was 

used as a Zelda promo at the Shoshinkai 

show one year.” Goddard was also behind 

cone of the most important technical demos 

~ the 3D Mario face that did so much to 

prove the raw power of N64. “It started off 

«asa low-cost motion-capture experiment,” 

he says. “I had fluorescent ping pong 

balls attached to my face one day when 

Miyamoto walked past wondering what I 

was up to, He liked the way you could pull 

the balls around to make funny faces and wanted to 
know if I could make it look more rubbery.” 

Next was 1080 Snowboarding, which revolutionised 
the genre with its accurate physics and rewarding 
gameplay. “It started off as a skiing game that used 
Inverse Kinematics instead of animation for the 
player character,” reveals Goddard. “We realised 
that snowboarding is interesting because of the tricks 
you can do. It was also quite a new sport so everyone 
was doing it. The Inverse Kinematics also proved too 
hard to control so I only used it blended with 
other animations.” At that time, Cuthbert 
who was firmly established at Sony America 

produced 3D action title Blasto and went 
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and set up individual game studios - both on 
Japanese soil. Cuthbert founded Q-Games 
in 2001 atter growing disillusioned with his 
Sony-based surroundings. "I got tired of the 
rat-race inside corporations like Sony. Even though 
it was a fairly relaxed environment, I could never be 
as creative as I wanted to be," he explains. “Also | 
missed Japan ~ I'd just married a girl from Kyoto and 
wanted to move back.” Q-Games has been involved 
with many high-profile projects, but one stands out. 
“Nintendo contacted me to see if I wanted to do 
StarFox Command on DS," he explains. “Imamura, 
the original artist from StarFox, came and worked 
very closely with us and we followed 
Miyamoto's ideas for what he wanted to 
see in a DS version of StarFox. It was fun 
working with the two of them again.” 
Nintendo isn't the only firm with which 
Cuthbert remains on friendly terms. “We 
started our own brand called Pixeljunk 
almost two years ago and are developing 
full-HD 2D games for PSN,” he says. 
“Our PixelJunk games come directly from 
our creative side, with an emphasis on 
innovation. Not all the games are for everyone, but 
everyone should find something that tickles them,” 
Goddard's studio Vitei also maintains a bond with 
Nintendo. “After leaving and doing freelance for a 
while I was quite eager to get a team together again,” 
he says, The studio produced DS title Theta, which 
wasn't released outside Japan. "It started as one of 


I HAD PING PONG BALLS 
ATTACHED TO MY FACE 


our DS control experiments,” Goddard explains. 
"We were trying out various ideas that required 
two screens and touch input. | like working on things 
that are unique to the hardware. The main reason it 
wasn't released outside Japan was cost.” As for Vitei, 
the studio recently completed Steel Diver for 3DS and 
is keen to promote its little known rock climbing sim. 
“Rock ‘N’ Roll Climber is a title we did that uses the 
Balance Board to control your legs,” says Goddard. 
“Like Theta, the aim is to use the hardware 
in a way that people hadn't tried before." 
Cuthbert and Goddard's story is 
amazing. For two Western programmers 
to scale the heights of Japanese game 
development and then establish their own 
studios in Japan is almost inconceivable. 
‘m not sure if pride is the right word,” 
replies Cuthbert when asked how he feels 
about his achievement. “I simply enjoy 
what I do and it's great being able to 
work with a company like Nintendo who also enjoy 
what they do and follow the same principles we 
follow when we make a game, primarily because I 
make games in the way I leamed during my time 
at Nintendo.” Goddard's reply is more succinct. "I'm 
proud of the games I've worked on,” he says 
with a smile. 


Putting the Super FX chip to use on to be instrumental in prepping the world 
for PlayStation's successor. "I made two or 
three of the early PS2 tech demos, such as the 


duck in the bath,” he says. “It was rendering 


StarFox 2 (SNES) unreleased 
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with its production and were 
et fem STARFOX WAS such a worthy successor. However, 
the game was never 
officially released because 
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to put it up against the 
three-dimensional might of 


Sony and Sega's new 32 
bit machines. Thankfully, 
the ROM has recently been 
released on the internet 

80 it's now possible to 
experience this lost gem. 


success that a sequel was 
almost unavoidable, and 
Cuthbert worked alongside 
Nintendo EAD to produce 
what would have been a 


curved surfaces in real time.” 


AFTER GAINING VALUABLE experience 
during their careers, Cuthbert and Goddard 
both decided they needed a fresh challenge 


204 205 


#2 2EST BOSS GHOULS 'N GHOSTS i HEE 


nye) oan ibe ve tat pail ni ill jitiee! ¥; a cl] se a] t ep 
a ” a 


eatane nat aetnrene Orne 


ay iE 
we 


THE LEGACY 


It's the godfather of open-world videogames, the 


title many look back on as the best game ever 
made. But what effect did it have on the creators 
David Braben and Ian Bell — and how did it shape 


other developers’ lives? games™ finds out. 


DAVID BRABEN AND Ian Bell are geeks. 
They spent a large chunk of their university 
. time producing a wire-frame 3D game. 
They used their intelligence to gain degrees at 
Cambridge University. They are boffins. They are 
brainboxes. They are spods. And they are also two 
of the most important developers British gaming has 
ever produced. Gaming gods. Geniuses. Good guys 

And, of course, they are not really geeks. That is the 
term which gamers have unfairly been tagged with for 
quite some time. In many other walks of entertainment 
life, Braben and Bell would have become mainstream 
celebrities. They would have appeared on Wogan, on 
Jonathan Ross, on Graham Norton. Their skill 
and intellect would have been recognised. 

But here we are 25 years on and where is the 
mass media attention? Star Wars was thrown 
a worldwide party for its 21st anniversary, but 
Elite is overlooked. Yet just as Luke Skywalker 
and Darth Vader shook up cinema, the space 
trading exploration game Flite was utterly 
groundbreaking. In 1984, Braben and Bell 
did what many felt was impossible, They took 
gaming into the third dimension and created a truly 
compelling masterpiece. 


fmm “OVER THE YEARS I've had a lot of contact with 
people, conversations ranging from ‘you cost me two 
grades at Alevel’ to I went into computer graphics 
because of Elite,” laughs Ian Bell, who appeared 
at Nottingham’s GameCity for a celebration of the 
game's 25th anniversary. “And what that has brought 
home to me is the effect and responsibility of games, 
particularly for children, You're reaching into the 
minds and the imaginary spaces of children and 
you are, to an extent, shaping their characters and 
their life stories, And that's a sacred and profound 


responsibility and it wasn't something that I was 
considering at the time we did Elite." 

Bell and Braben have had a lot of time to reflect 
on Elite. As have a lot of players and developers. The 
game shaped many people's lives ~ “Elite was the 
game that really got me hooked on gaming,” says 
games" forum poster Gloridel. “It was the first game 
Thad ever played that was more that something you 
just picked up, played for ten minutes then threw 
away” ~ and it continues to influence games today. It 
may be pushing it to say that, in Elite's absence, we 
would not today be enjoying a wealth of 3D classic 
series such as Call Of Duty or Grand Theft Auto. But 


WE WERE THERE AT THE 
RIGHT PLACE AT THE 


RIGHT TIME... I THINK 
WE WERE VERY LUCKY 


when you consider GTA's producer dubbed 
the game ‘Elite in the City’ and that titles like Eve 

Online take obvious influence from the 1980s gem, 
then you can fairly assume that Braben and Bell's 22K 
of code was no flash in the pan. Gaming at that point 
was nowt but a baby. Suddenly it was graduating to 
high school. 

"We were there at the right place at the right time,” 
says Braben, modestly. "Ithink we were very lucky and 
T'm extremely grateful for that.” But luck doesn't tell 
the full story. Sheer hard graft does. Braben and Bell 
were two Cambridge University students producing a 
game on the BBC Micro, Braben juggling his Natural 
Sciences degree with programming and Bell trying to 


ly 
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ELITE SOLD MORE 


THAN ONE FOR EVERY 
BBC MICRO, WHICH IS 


A BIZARRE STAT 


fit in coding as he aimed for a first in 
555 Mathematics. They finished the game 
before they had graduated. It was a period of 
bloody hard work, of that there is no question. 

“Bvery time I look back it seems as if we have come 
so far so quickly,” continues Braben. “I remember at 
the time that a lot of games which were doing well 
- such as Galaxian and Defender - were mostly 2D, 
and 3D wasnt seen to be possible. But 3D was the 
opportunity Ian and I stumbled on.” 

Elite was striking for all the right reasons. The 
wire-frame 3D graphics, the open-ended gaming 
model and the advanced game engine combined to 
produce a highly influential piece of work. Beebug 
Magazine, a specialist publication for the Acorn 
computer, loved it. Reviewer David Fell summed up: 
“Elite is undoubtedly a masterpiece of programming 
that I would recommend to anyone who has a Bee! 
He said he was “convinced that Acornsoft have just 
released the best game ever for the Beeb.” 

“Elite was slightly before my time because I 
was only five when it came out,” recalls Chris 
Delay, creative director of Introversion which, until 
recently, referred to itself as the last of the bedroom 
programmers. "But I will always remember playing 
the Amiga sequel Frontier and I was hooked for 
weeks. I have now played Elite in retrospect and 
what both games showed was that a game world 
can be open and players can write their own stories 
within those worlds, Elite gave us an incredible 
glimpse at what was possible in videogames.” 

Braben and Bell were understandably chuffed with 
the game and its reception at the time. They began to 
attract attention from other developers and soon the 
influence of Elite spread, "The first time I met David 
Braben, he was standing proudly beside Elite,” says 
Earthworm Jim creator David Perry. "I must admit 1 
was « total fanboy. As a fellow programmer, what 
he had accomplished was truly groundbreaking. 


He tured out to be a really nice guy too, and is a 
shining example of the difference between having a 
job in the game industry and having a career in the 
game industry. We can never have enough people 
like him.” 


je THE GAME'S INFLUENCE infiltrated British 
programming. “I admire Elite enormously as a 
groundbreaking title,” says Revolution Software boss 
Charles Cecil. Although it didn't have a major effect 
in some comers of the globe. "I had never heard of 
Elite before I met David and Ian [at GameCity in 
Nottingham this year],” says Nobi Nobi Boy creator 
Keita Takahashi. 

Granted, it wasn't to everybody's tastes - "To be 
honest I didn't really like Elite,” says Paul Carruthers, 
who had been producing games since 1987 
when he created Xor. “It was too sprawling 
and epic for my liking” - but even the 
detractors saw its strengths. "Elite opened up 
the BBC as a viable games platform in a way 
no other game did,” Carruthers adds. “Our 
first game was on the BBC and I'm not sure 
we would have been able to get it published 
if not for Elite having gone before." 

But what were Braben and Bell ~ who say 
they were influenced by the Traveller RPG as well 
as Star Wars, The Hitchhiker's Guide To The Galaxy 
and 2001: A Space Odyssey - trying to achieve? "It 
was an artistic statement really, doing the best we 
could on the platform without letting the commercial 
considerations compromise what we thought was the 
best product we could make in terms of a really good 
game that we wanted to play that was showing the 
potential of the medium,” says Bell. 

Acomsoft went all out with the release of Elite. 
The publisher's print run of the game exceeded 


‘ Rumours of an Elite IV announcement > 
have been swirling for years with little word from ~ 
Braben. Could 2010 be the year it finally comes? 
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‘© David and Jan eventually went their seperate ways. The 
former runs Frontier Developments while the latter is the 
head of Slightly Mad Studios. 


that of its previous highest selling games by a 
factor of two. “Because we worked many hours to 
make the game great, Acomsoft also stuck their 
neck out,” says Braben. “Elite sold more than one for 
every BBC Micro, which was not only shocking but a 
bizarre stat." 

He explains that sales figures for the BBC Micro 
were split, with machines sold for home use and 
those used in schools separately accounted for. It 
tured out that many children were buying copies 
of Elite to play at school and the fact that teachers 
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‘= ONE PERSON science fiction.” 
WHO was He remembers the 
successfully moment the authors 
connected to Elite fired up the game 
was author Robert for him to have 


Holdstock who wrote ago. "The game 
novella, The Dark was very exciting 
Wheel, which was and fast, although 
included with the I couldn't play it 
game. He recalls,“A and I got blown up 


fellow author had immediately, But it 
approached me to was wonderful to 
say David and Ian use my imagination, 
wanted a novella their planets and 
to go with Elite and my characters to 


since I basically tell a rip-roaring 
didn't have anything _-yarn and it was. a 
else to do, I went real pleasure to do. 
down to Cambridge _In the end, I guess I 
and saw it asa wrote the story, but I 
great opportunity could never play 

to get back into the game.” 


were fine with them doing so ~ how many youngsters 
also played Chuckie Egg? - is one of the differences 
between school today compared with 25 years ago. 

"The BBC brought people to computing,” recalls 
Braben. “Nowadays, words like ‘geek’ are off-putting 
for people wanting to get in to technology. But it's a 
very creative medium ~ if you associated geeks with 
paint and video cameras, it would impede people 
from getting into art and film-making, that's for sure. 
That's what I want to move away from, Back then, 
computers were fashionable, which is the shocking 
thing. Looking back now it doesn't seem possible.” 

Elite was not only confined to the BBC. It was 
ported to many other machines, including the 
Spectrum, Commodore 64, Amstrad CPC, Atari ST 
and Amiga. Peter Molyneux pitched for the Spectrum 
port but he didn't get it. 


me BELL SAYS THAT, in the time that has passed, 
he has come to reflect on Elite and its impact. "It's 
not about creating technological achievements or 
making a lot of money,” he says. “Now those are nice, 
but it's more abut how you can shape essentially the 
history and art of our species.” He refers to George 
Orwell's 1984 — "a book that isn't read as much as it 
should be” - and talks of how the media is all about 
consumption rather than a means of educating and 
informing. He says he is glad Elite wasn't a first- 
person shooter and that it was about "making people 
think in different ways, making them look at things 
in different ways, making them spot new ways of 
getting into them.” 

He adds: “We are now working uphill in terms 
of educating people and changing paradigms, but 
that's really what matters and that's what Elite 
means to me now. Elite had an effect on a lot of 
people at a particular age and particular time in 
history. It's a real privilege and an honour and 
I'm lucky to have had that opportunity.” 


| Askotch ofthe Elite screen, 
‘more of which can be found at 
‘worwianegbell clara netielite/ 
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Sega renewed its US trademark on the Jet 
‘Set Radio license in 2008, prompting speculation 
from fans of a nev instaiment. 


i BEHIND THE SCENES 


Over ten years after it rolled onto the 
scene, Jet Set Radio is fondly remembered, 


yet rarely copied. What enabled the 
development team to create one of the most 
memorable games of the Dreamcast era? 
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be a long tim 
enough time for Sega launch t 


death 


US release Jet Grind Radio 
enabled waers to share gratht 
tage over SegaNet 


was only ¥ 
It was 


terday 


Masayoshi Kikuchi Director 
Ryuta Ueda Art Director 
‘Osamu Sato Producer 
Hideki Naganuma Composer 


eager to try its han 


After all, drage 


J they would be dor & 


o work on someting het | EDX PERIENCE; WE DID 
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h pop culture 


(Charactoms ike those in Jot Set Racio 
had been tiling Ueda's sketchbook 
since his days as an art student 
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JET SET RADIO 


FROM THE 


Jet Set Radio was a game 
that I initially had no interest 
in, so my brother got it instead. 
I borrowed it off him one day 
when he was at football, to 
see what the fuss was about, 
and to this day I still haven't 
given it back! I love the slick 
‘and stylish graphics (which at 
the time I hadn't seen anything 
quite like), the fantastic 
soundtrack and, of course, the 
insanely addictive gameplay 
— especially when aiming for 
the highest ranks. 


I remember paying £70 for 
it on import; it was worth every 
penny. One of, if not the best 
Dreamcast games, Let's hope 
it's part of Sega's XBLA plans. 


can grind on a rail $0 feet in 
the air at high speed, leap 
nother 10 feet in the air 
doing a $40-degree spin, also 
while spraying your tag on the 
cockpit window of a helicopter 
containing the man’, and 

Jand on another stretch of rail 
while said chopper crashes 
into a billboard. All to that 
soundtrack. Love it 


shaded graphics and suitably 
diverse soundtrack were 
revolutionary at the time (and 
still great), Id like to point 

cout a much forgotten feature 
which I had never experienced 
‘on a console before. You 
could design your own graffiti 
art to use in-game, and then 
upload your design online 
and, in tum, download other 
aspiring artists’ work, to use 
when making the streets more 
colourful, It added to the 
feeling of an underground 
‘community spirit that the game 
had running through its veins 
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It's always nice 
when a title 
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new, fresh and 
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of other Sega Sects vert jeupuecetomngaos i 
games before artists this game actually inspired. 

it, Jet Set Radio 
is one of those 
games. There g 
really is nothing sg dar hore ee 
else like it a 1 game, but make 


urmountable challenc 


but Kikuchi says the fin 


to blend obstacle-iree 
led world, While g 
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players could enjoy an 


not condone the real lite act of vandalism 
in any form. 
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om foreign development ho 
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velopers 
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ny weren't for 
told us "maybe." But ne 


A modiied version of Jot Set Rado called De La J 
Radio was reioasod on Japan's Dreamcast Direct ner 
featuring additonal levels and music trom the PAL gam ‘ the 
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1 or DC un 


za'game, beg: 
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ble fates for 
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Your monthly guide to 
collectable retro treasures 


pare Development If you'd like games™ to feature you and your prized possession in 
£2,000 - 3,000 Collector’s Corner, email us at 


bookstores ~ hardly the sort 
1 Atari 260 
e been doini 


a popular Christian 
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Being one of the top collectors of Atari 2600 items 
in the world, The Music Machine was one of the 
very few titles I still needed to complete my Atari 
2600 boxed collection. To boot, the copy I acquired 
was shrinkwrapped, which adds value to the game. 


I was roaming around ebay and I found the game 
being offered... Boy, was I excited. When I found 
it, [knew I had to get it so I patiently waited for 
the auction to end and I put in my bid right at the 
end. There was a bidding war at the end and my 
bid raised the auction price at the time over $1,000. 


The game was in mint condition and it included a 
piece of literature that had never been seen before 
for this title. This pamplet has information on other 
Sparrow/Birdwing products. It also had a coupon 
Ihave never seen before, giving the buyer of the 
game $1.00 off if they bought a Sparrow/Birdwing 
product from the pamphlet. The final auction price 
was $5,665.55... In fact, I thought it was going to go 
higher since it had never appeared on eBay and it 
was a ‘complete in box title that many Atari 2600 
collectors need. 


Yes, I have played the game and it is not that bad. 
Itis like another very popular Atari 2600 game 
called Kaboom! but with a religious angle to it. 


Never, this game was very hard for me to find 
and acquire. The game will stay in my collection 
forever and will, eventually, be one of the top 
attractions in my future Atari 2600 museum. I am 
very happy with my acquisition and this title is 
definitely one of the cornerstones of my collection. 
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BEHIND THE SCENE 


I think people 
underestimate the influence 


of Turok. Not only was it 
«@ fairly original concept 

at the time, but it broke 
down lot of boundaries. 
Sure, the controls weren't 
up to much and it was a 
little too misty for its own 
‘good, but the diverse range 
of weapons and creative 
enemies made it something 
of a milestone of the 

early generation 


When Doom launched in 1993 the BFG 
9000 was the ultimate FPS cannon, but in 


1997 a young development team made 
id Software's finest look like a water pistol 


MI 


ARBY. 
It had this really weird 
atmosphere about it. I was 

11 and 3D was still in its 
infancy, but something 
about the level design was 
unsettling, Really gave this 
sense of isolation, possibly 
because of the scale of the 
levels, and the fact there 
were no real cut-scenes. 
You were just planted in the 
world and told go. 


over the £70 for a game for 
the first (and last) time. I 
also preferred the sequel. 


I NEVER DOUBTED TUROK 
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On cae san “» | THERE WAS PRESSURE TO 
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Ian Dunlop 
’ Game Logic 
published by 


\ its own Turok: Son 
published by Dell 


hroughout the 


ee 
Killer: Turok Now loved everything about 
Turok, even the iguana that 
popped his head up at the 
start belore nearly getting 
an arrow in its eye, The 
dinosaurs also attacked all 
humans, so you could lure 
4 raptor into the vicinity of 


a hunter and watch them 
finish each other off! 


It 
stuck in my mind. An 
awesome soundtrack to an 
awesome game. 


ss the music that 
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TUROK: DINOSA\ 
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shoot-em-up Parodius, but Konami's penguin 
mascot has a history that goes all the way back 
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on SNES. 


4 then 
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Love Mr Driller, i's one of 
those games you play for a 
few minutes, only to find hours 
have shot past. That tense 
feeling when your air is low, 
‘and you're frantically trying to 
reach an 2 tank, Brilliant. 


Namco’'s unique arcade game might be best 
described as ‘what it's like to be inside Tetris’ 
but, as producer Hideo Yoshizawa tells us, 
its true inspiration was a world away from 
the original block-dropper 


FrATBOY: 
Played it on emulation and 
never really got it.I could get 


s0 far but ended up dying for 
what seemed like unfaimess. 


MM, Daler se ut BIZARREKAL 

fea sareh 4 + : ep being made. “Please oe ie 

thout careful planni ‘Mr Driller is set ia the year 20XX. a ; download tnd try Mr Driller: Dill Loved the first 
: A reloronce to Mega Man peshops? ; vy, Til You Drop on DSiWare,” says only way to play it is 

tibiae leas Weve never even thought of hat - 1. Yoshisawa promise you # will 

; ! i become your pa forthe rst of your He. 


e-year develop: 


the tens of millions | 
videogames, it takes a brave 


e. The 


with 


the ‘X' blocks chasing you all 
the way down! 


approval... 


from a mere description, but turn out to be sup 
playable once you get your hands on them 


games that still n 
tum blue every ti 


Sometimes the simplest ideas 
are the best. 


Developer Nameo ally start making 


tively thought-up idea and 
sr that isn’t busy," he 


Hideo Yoshizawa Producer 
Yasuhito Nagaoka Director 
Masanori Higashi Programmer 
Yoshikazu Hato Programmer 


Came to the game late 
bs ~ picked up DC version @ few 
ST months back. Not bad, but a 
©9% little overrated I feel. Simple 
concept, that works well, with a 
good just one more go" factor, 
but just missing something to 
make it a timeless classic. 


the manager at 
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9's offices, 
o try pl 


id 
thought it 


and tol 
was, and 
If Yoshizaw 


the caaceaacit ue the idea . 5 "AMICOMES, 
d to produce i GAME OVER I picked up the GBC version 
‘ p few months ago and was 


b. instantly hooked. Definitely up 
rhe 


are k there with Tetris. 
angular 


logether 
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years we still 
ddonit really undesstand the story of 
M: 


GIVEN THE cutesy appeal 
of Susumu Hors character 
design, we can't help but 
ask Yoshizawa why Namco 
has never expanded the Mr 
Driller universe into other 
types of games, particularly 
mascot platform games, in 
the same way developers 
have done with Pac-Man 

in the past. “I would like 

to make one if | was given 
the opportunity to,” he 
surprisingly reveals, "T 
actually have some ideas, 
such as making various 
vehicles move using the drill 
or flying through the skies 
by putting an airscrew on 
his drill." Sounds good to us, 
Yoshizawa-san. Please start 
making it now. 
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cause chain reactions as those blocks above them 
drop down. This opens up pathways to the bottom, 
of course, but it also creates a huge risk, allowing 
other stray blocks to fall onto our hero and crush 
him to death. Keep an eye on those coloured blocks, 
however, and you can cleverly predict which ones 
will stick together without disappearing and causing 
chaos, leaving you with a nice safe passage to 
mb down. 

Remembering all of these elements and more is 
for score-attack players intent on reaching 

@ 500m or 1000m game with 
ct and every single air capsule 
i. And it's because of all these elements — the 
n, the falling blocks, the unbreakable blocks 
hat Mr L s such an addictive game. 
awiul lot of iteration to 
oshizawa. “At first the game 
reveals, “but I felt it should have 
accomplishment, so we made 
improvements that would perfect the game.” The 
team added a separation every 100 metres, in order 
to give the player a sense of progress as well as to 
vary the arrangement of the game's elements. And 
after realising the unbreakable blocks could halt the 


he by 


8 wos actually so far away from Tetris 
BES that they woren't even inspired by 
videogames at all. "The first triggers of the 
idea came from traditional games Japanese 
children play,” he outlines. “One is called ‘Bo- 
taoshi’, where you make a pile in a sandbox 
and thrust a stick into the top of it. You then take turns 

prune away the sand from the pile and the one 
makes the stick fall is the loser. Another is called 
i-kuzushi’, where you make a pile of Japanese 
ss pieces and take turns taking the pieces one by 
one. Just like Bo-taoshi, the one that makes the pile 
fall loses. While watching these games, we thought it 
would be thrilling to actually be inside these games, 
with the sand or chess pieces falling in at you.” 

The team predicted, quite rightly, that trying to 
survive the experience of being caught inside all of 
these falling k would be a rather thrilling one 
for the player ere thinking about these kinds 

f traditional games and imagining ourselves in a 
" ay in which 
4, but then when 


situation like an avalanc 


mmm DECEPTIVELY SIMPLE, Mr Driller's gameplay is 
about more than just drilling your way to the bottem, 
You have to take regular detours, for example, to 
fill up the main character's ever-dwindling oxygen 
supply, while it’s often necessary to keep track of 
which colour blocks are around you. If four of a kind 
join together, then they'll disappear and potentially 
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game (should the main character become 

surrounded by them), the team allowed these 

blocks to be broken by five drill strikes at the cost 
of a small amount of oxygen. 

Yoshizawa mentions that each level of the well only 
ever uses either two or four different coloured blocks 
at once, and that experiments with other numbers 
wreaked havoc with the gameplay. If we made them 
five colours,” he says, “then chains didn't occur often 
enough and it became difficult to make the blocks 
collapse. So we kept the number at four colours. Just 
as a test, we also made one mission that used only 


No matter how 
much we want 
to knock Mr 
Driller, we just 
can't — it's so 
addictive that 
even if we failed 
to complete the 
5000m mode for 
the hundredth 
time, we'd come 
back for more. 
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olour, but they all disappeared with a single dig 
> didn't use that either,” 

tion on the Mr Driller concept continued much 
anticipated, as location tests threw up 
's with the game that Namco could not have 
led. “When we first tried the game out at the 
ntre, the goal of usual puzzle games, like 
Tetris, was to erase the blocks. So many players were 
trying lo erase all of the blocks and not dig to the 
bottom, From there we had to make several revisions, 
such as adding panels that mention that players 
should dig to the bottom, making the remaining air 
glow light to warn players that they would suffocate 
without collecting enough air capsules. After all these 
revisions, players finally realised that the game's 
goal was to dig to the bottom.” 


(gm IF THE GAME of Mr Driller constantly evolved 
during the development process, then it might not be 
surprising to hear that the character of Mr Driller did 
too. In fact, even over a decade later, you might not 


realise that the main character a!led Mr Driller 
at all, but is actually named Susumu Hori, in reference 
to Taizo Hori, the mair of Namco’s other 


classic digging 
"There wore 


one point 


when 
felt t 

put it in t time, looking at the 
choracter | fe ertain strange feeling k ause the 
picture was different and would stand out, | felt that it 


was actually more fun.” 

Before the character of Susumu was fully designed, 
Namco was in fact using the Taizo Hori sprite from 
Dig Dug as a placeholder in the prototype. "Along 
the way, Susumu’s design was made, and he was 
supposed to be a young boy so he naturally became 
the son of the main character in Dig Dug,” reveals 
Yoshizawa. It's a reference that goes over the 
heads of most players, but is one that Namco has 
nevertheless built upon over the years. Taizo Hon 
has appeared as a playable character in the series 
ince 2001's Mr Driller G, while Susumu returned the 
our by making a cameo in the 2005 DS game Dig 
.g Digging Strike. 

Despite debuting just as the arcade scene was 
beginning to die off, Mr Driller's mix of puzzle and 
action mechanics made it a firm favourite with a 


d digging 
gameplay of 
Nam 


coin-op Dig Dug. 


& Manco cpa BAN 
‘Mr Driller and you right 03 
‘well qut the level cnd start again. 


certain type of gamer, and home console ports 
quickly followed for PlayStation and Dreamcast, in 
addition to PC, Game Boy Color and Wonderswan 
conversions. These initial ports concentrated on 
retaining the score-attack challenge that made the 
arcade original so compelling, but some of them 
also added a Time Attack mode that Yoshizawa 
personally oversaw. "To add that feature, we needed 
to make a fun stage structure with a certain fixed 
shape,” he explains. "Woe were able to make ton 
cariety-rich stages... It's really fun to play." 

Many sequels naturally followed over the next 11 
o best of which is surely the Japan-exclusive 
ler Drill Land, a theme park-structured 
GameCube game that enables you to play several 
different variations on the classic game, including 
one that even incorporates RPG elements and boss 
battles. It’s a truly inspired example of sequel design, 
but one that Yoshizawa remains quite humble about, 
"When we develop a sequel, it is how we will 
introduce a new gaming experience to the basic 
system that is the main consideration, We can only 
add new features that can be enjoyed by everyone 
no matter their skill level.” 

Yoshizawa puts Mr Driller’s enduring success 
dowm to the original idea's evergreen gameplay, 
which provides a slightly dif lence every 
time and never grows | you ever 
experienced being 


ally didn't need 
jenced this will ne 


as thatt kin 


NVERSION 
SRTASTROPHE 


The world’s most embarrassing |t 
console ports under the spotlight <<" 


TEMPEST : 


ORIGINAL RELEASE !)0<:<1: Atari Vector Hardware Your: 1981 Publisher: Atari Developer: In-house 


Publisher: 
Atari 


Developer: 
In-house 


ONE OF ATARI'S most original 
and challenging arcade shooters, 
Tempest actually started life 

as a first-person spin on Space 
Invaders, titled "Vortex’, before its 

creator, Dave Theurur, adapted it into 

the classic ‘tube shooter’ it became. 

The story goes that after Theurer 
had finished an early build of his 
3D Space Invaders project, senior 
management at Atari decided 
against the idea. It was then the 
Missile Command creator came 
back to them with an idea for an 
original game, the likes of which no 
one had ever seen before. 

Coming to him in a dream, Theurer 
envisioned Tempest: a game in which 
players blasted abstract monsters while 
staring down a series of tunnels forming 
different geometric shapes divided into 
channels. Essentially turning the concept 
of Space Invaders on its head by having 
enemies come up from the ground, Tempest 
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proved immensely popular thanks to its 
combination of striking visuals, originality 
and cathartic gameplay. Owing to its 
success, Atari put two conversions of the 
game into production: a version for the 
2600 and another for the 5200. But neither 
reached beyond prototype stage before 


getting cancelled. 
Though a prototype, and therefore 
unfinished, the 2800 version recently 


appeared in the line-up of 
games on the Atari Greatest 
Hits Collection. A highly 

ambitious conversion, 

expecting the 2600 to 

cope with a frenetic into- 

the-screen vector arcade 

shooter like Tempest was far 

beyond optimistic. Unable 
to create complex geometric 
vector shapes with any kind of clarity, as 
you can clearly see, the best the poor 2600 
could muster up was a single shape that 
resembled a pair of underpants woven with 


HEAD TO HEAD 


block bitmaps the size of breezeblocks. 
Where this conversion really fails, 
however, is in its gameplay. Moving and 
shooting feels extremely imprecise owing 
to a combination of bitmaps (even the inert 
ones) constantly flickering like the game 
is running on hopes and prayers, and the 
black and blue stripe design 
on the pants failing to 
correspond with the actual 
channels that your ship 
stops at and shoots down 
as it moves around the 
playing field. 
Aconversion that should 
never have been attempted, that 
Atari realised its mistake speaks 
volumes of how bad Tempest 
on the 2600 was shaping up to be, 
Remember, this is the same company 
that signed off the console's Pac-Man port; 
its bar for quality was set so low that a 
game would have to be unthinkably bad not 
to make it to shelves. 


ONVERSION CATASTROPHE 


tel ts is actually 
compte pon 
arcade game featured 16 different 
geometric stages to master; in this 
port you get just one — a shape that 
resembles a pair of ugly-looking 
Y-fronts. Ironic just isn't the word. 


2 Amazingly, Atari managed 


1 To that this conversion is 


3 squeeze nearly all of 
le enemy types into the 
2600 version. While they look like Electric Dreams Software In-house 


indefinable blobs of co! 
act and attack in the Hee k S 
as they do in the original (sort of). 


It's about the only i ssive thing 
about this port. ie 


The worst thing about this 

conversion isnt how ugly it _ 

Jooks, or even how unresponsive 
the controls are, but how the thing 
plays. Shooting enemies is less about 
skilful timing and precision aiming 
cand more a case of blind luck, 
owing to the aiming channels not 
corresponding with the visuals. 
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BEHIND THE SCENES 


CHAMPIONSHIP 


Tetsuya Mizuguchi might be best known for 
musically inclined titles like Space Channel 5 
and Rez, but the designer rose to fame thanks 
to a different kind of sound — the roar of an 
engine and a cry of ‘Game Over, Yeeeeach!’ 


ship’ 
saga ing genre hi 


S SEGARALLY 


231,83 


0'07 03 
scsmaR 


I WAS YOUNG, WITH 
NO EXPERIENCE, BUT 
ALSO NO FEAR, SOI 
SAID, "LET'S GO!" 


lid it usher in 
but it did so in 
n, offering a focused, min 


makes the racing games 


Tetsuya Mizuguchi 
Producer 

Kenji Sasaki 

Director 

Ryuichi Hattori 

Lead programmer 
(Sega Saturn version) 
Takenobu Mitsuyoshi 
Sound composer 
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4 It was brilliant, proved by 
the fact that it's the only game 
that still exists in arcades. 


Posted by: 


4 Ahh, Sega Rally; it was the 
first racing game I ever played 
that I enjoyed. I remember 
ruthlessly honing my drifting 
skills on the first track and 


Stratos, one of the best cars 
in any racing game ever. I 

still have it to this day, and 
two weeks ago I got it out for 
my three-year-old boy to play. 
‘Once he got the hang of it he 
really enjoyed it too... start ‘em 
young, and all that. 


n I got a Saturn 
the reason that if my house was 
on fire the only thing I would go 
back inside for is my Saturn! 
‘Twocars, three tracks (Lakeside 
doesn't count), no needless 
boring levels of detail, sublime 
handling, fantastic music, and 
the unrivalled pinnacle of just 
‘one more go to try and beat my 
time’ racing. 


Posted by: 

4 My mates used to go on 
about the superiority of their 
PlayStations because their 
racing game had more than 
two or three cars and three or 
four tracks, Yet I kept playing 
Sega Rally through the entirety 
of the Satum's lifespan and 
beyond, while they got bored 
and traded in just about every 
racer they ever got. They had 
the quantity, Sega Rally had 
the quality 


game | 
can remember where the 
handbreak was actually 
helptul.... drifting past your 


mates on the dual-screened 
arcade cabinets never got old. 
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SEGA RALLY CHAMPIONSHIP 


duplicate, but not surpa wanted to make his was the first visual 


15473 
10454,.48 
A 


expression pr 


A P FREE PLAY SEGA 1994 
Michael Aric 


directed the 


director 


recently 


ion off-road experie headquarters "eo ki n the racing 
would create for the America Sega's kind + initially keen 
ripe : na, S of scary. This ney rejected it. Sega HQ apparently fol vince wee 
ple, including Mizu ere complaining about this, but they hat none of the arcade games that had previously make a rc ou y 
gq Rall ould more 3D should not 4 upor ally experience had ever been tomak ica ond 
© to a 12-momber staif F . istify developing an expensive Delta, bec champion ral 
turned t be possible ade rally racer. had] ere was no synchronization [be 


lly game: La: 


on Saturn. 
Imagine the 
arcade game 

at half the bitin aie 
resolution and perpen on celine: 
frame rate... Sega he could make CGI r 
add a touch 
of pixelage 
and that's the 


A Tale Of Two Packshots eee 


The deeper meaning behind SRC’s duelling covers have to buy 

Rally anyway, 
stinct es ‘ because you 

thy about Sega Rall s asrea bales Y haven't lived cing 


cover art, apart 


e nice layout and givi ¥ Pay aN : until you hear 


g jither original b - 
Sea aa tea enciagel . {SEGA RALLY ‘Game Over, 
SRC producer Tet ; Yeah!’ 


XBAND-compatible Sega Rally any prev 
Mizuguchi tells us: "The Lancia 


more i Delta was a former champion 


Despite Mizuguch's love of techno 
music, he found it wasnt c sulable match 
for Sega Rally, and opted to go for a 
rocloet. funkier soundtrack. 


Many, many 


and f first case 


ling to Ita 
went to Lancia 


hand, Mizuguct 
them on the idea. Lancia liked it and 


ing game, but it was 


four-years-in-the-makir 
a thou 


a Integrale. But 


only prog 


‘elica and th 
ll Mizuguchi k 
y the bean-cov 


package supremacy car, and the Toyota Celica 
In the original relea: the new champion car, But 
mught each other 


Celica is hot 0 
re-rele ca has hampion cars fight in a virtu 
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Have you heard Sega Rally’s secret voice? 


ducer t 


> retum | although the game‘s 
I them the gooc modelled after Califor 
hat the Celica was now But what is it 
ut this p 


at 


onship and, ir 
nt multi-platform 
in num 


ega_ Rally 


Sega Rally. Originally, Mizuguchi's 
t 


idea and inspiration alm 
game called Pacific Coa: 


din 


in| was one of the first big racing games to actually use 


Califor 
called T 


}One of the arcade version's real T felt v 
lnnovetions, beyond all the hydraulics and San Franc 
widescreen monulors, wes the subwooter 
placed right beneath your tail which would Caer igners to shoot te 
simulate the sound (and feel) of tiny stones weeks to tour San Luis Obisy 
rattling off your undercarriage during drifts ; 

41 Mexico. Th 


dcars. It wasal 


s famous, winding st racing games 
Pacific Coast High’ 


should use that area, so we went t suric 
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FREE PLAY GA 1904 


n multiple ground 
1c ted fro 


to introduce drifting phy 
g dirt ar 
sical formula 
y a series © 
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th five or six people 


with its own characteristics, Sega Rally is 
ed by a Sega Rally 

pares you 
by uttering phrases 


at was fun; 


ke a road movie | also famous for its co-pilot (volc 


aber), 


a road-based videoga: 


always had our meetings 


an organic yr ga Rally wes 


quite difficult ght time limits 


rating chi 
mplete each 


only was it toug! 


within the allotted time, it was 


many inspirations. 


nad experienced that area | also of paramount importance to advance a certair 


before, but the young designe to come 


didn't 
> I said, ‘Let's go." In 


number 


and ¢ about it t rac 


cussing 
ENCOUNTERING OPPOSING CARS 
onl USA 
yer is always in the thick of it. The most 
cant factor, and cne 


how the project changed from 


hat points to the game's 
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any game 
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in less than fi 


x free Flash game 


am opted | But the 
cations | Sega Rally 


gth of a Sega Fx 


race 


xperic 


with most of § 


ked more insole ports, 


riate fered minima 


a more 


SEGA RALLY CHAMPIONSHIP 


ear-perfect difficulty curve and expertly designed The Saga Rally eam went out and drove rel rally cara 
eceperl itt : nel etepertly ch hal to get a feel for how they really handled. Producer Tetsuya 
ination —Mizuguchi even wrecked « Toyota Calica for his effort 


lay ¢ 


courses, Sega Rally offered the perfect com 
gredi : sally r 
horing pre 


Yeahhhhh!’ jingle that p 
up. That line, Mizuguchi 
Mit: 


the man who brought the world the im 


of Sega Rally compo 


enthusiastic 


Sky High. 


USA songs ‘Let's Gc 


THE ONE ACE up the Saturn version's sle 


at didn't 


in the arcade version was the 


famous Lancia St 
nties, this 
champion car, It's so nice. The Lancia Stratos was 


In the he r 


like a super-supercar. It was a classic, b 
vit. In Japan wh 
00m, and € 


in Japan and Europe kne 


uperca: Y 
Alt 


had rubber er 
kids ha 


knew c 


aped like car 


, and every 


me, he detail So | MY ORIGINAL IDEA OF 
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TO DAKAR, WITH TRUCKS, : 

WHICH IS DIFFERENT 


we wanted to put ab 


Integrale, aaaaaaan« 
Dramal Everyone we 


and kick-start another genre - the music 
tos, ya 


time you play 


with Space Channel 5 and Rez. 


Lancia Str 
In the end, after all the trials and tribulati 


Whilecountles 
While countle 


ing games have gone off-road 


Turi 


y short ten-month de 
ver 12,000 units of th 


ion of the now-legenda 


lopment | since, including So: 
ally included rally 


h | mode, few 


arcade | event 
ly (wi 

recently appeared in its abonus | pure, near-perfect racing package. Furthermore 
on PS2, bundled with tk idedly | as mode quantity 
generic Sega Rally 2006) to arcade owners around | quality, it's ever see the 
Id as individu ad 
n’ competition c 8, and and 
ibly rare, Joypolis-only DX editio up 
tin car), Sega Rally pr the franchise lose a bit of y 


racing as an 


ve ever approached Se 


ofa 


arcade units, in head: Sega Fr It's a game from 


hat made it so special 


's focus 


sompany not only with another 
ible, but c 
with another exclusive 


n the first place, Bul maybe, with 


ng game to add to its s 
ga Satur 


killer app. It also established the 


fledgling 


reputation 


hurtling through the dunes in a Toyota Celica 


hi, who would go on to revolutionize tc: Integrale once 


in. 
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ure Jaz into giving a game a particular ‘Yeah, it definitely has, although it does depend on your i Ayoung Richard Leadbetter gets to grips with 


«@ presumably exiting new Amiga release. 


aver, and while this period mantried topress 
ck of what th 
mm out of the door all grown up and profes 
me back." Poul Davies, who ns that you d 
» of Rignall and Leadbetter crazy bullshit that we produced be 
ising to do see it on the web, y 
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guy definition of th 


n for videogar score. As 
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The iPhone Book vol 1 
Whether youare new tothe 
iPhone or have had one for awhile, 
‘The iPhone Book is the ultimate 
resource for getting the very best 
from your Apple device. 
SRP:£9.99 


Everything you need to get started 
on youriPhone. Withstep-by-step 


tutorials, the 100 essentialapps and 


troubleshooting guide. thisisa 
must-have for iPhone owners 
SRP:£9.99 


Prices may vary, stocks are limited and shipping prices vary 


iPhone A 
Drectory’ 


@ ) x 


iPhone App Directory vol 7 
Thelatest collection of iPhone apps: 
are reviewed right here. including the 
very best available for iPhone 4.0, 
with every single App Store category 
featured inside. 

SRP-£399 


The iPad Book 

The ultimate guide to iPad and iPad 2, 
this comprehensive book brings youa 
wealth of productivity, entertainment 
and lifestyle tips, along with all the top 
apps to download. 

SRP: £9.99 


Mac for Beginners 2011 
Starting with the basics, this 
essential guide will teach you how 
tomaster all aspects of switching to 
Mac including OS X, Snow Leopard, 
Mail and Safari 

SRP. 


Fandbookwoil en 


With fantastic shooting ideas and 
awide variety of practical tips, 
this tome is the only resource for 
digital photographers. 

SRP: £12.99 


Retro Gamer Collection vol 5 
‘Anunmissable selection of in-depth 
artic 
and hardware. From Zelda to 
Asteroids, this book covers all the 
classic games from days gone by. 
SRP:£9.99 


iPhone 


iPhone Tes? Tricks, Apps 
&Hacks vol 4 

Step-by-step tutorials and in-depth 
features covering the secrets of the 
iPhone and the ultimate jailbreaking 
‘guide make this a must-own book 
SRP: £9.99 


Image editing Digital art - Tool guides 


Photoshop CS5 Genius Guide 
Over 200 pages packed fullof advice 
for Photoshop CS5 users, including 
tool guides, step-by-step workshops 
anda free CD with over 60 minutes of 
top video tutorials. 

SRP: £1299 


3D Art & Design vol 2 

Covering characters, environments, 
architecture and transport, thereis 
something for everyone interested in 
3D designiin this book. Become a3D 
master innotimet all. 

SRP: £14.99 


Master the toots of Photoshop Fay 


Photosho 
creative collect Pp 


This latest addition to the Photoshop 
Collection includes excellent guides 
toimprove your image editing skills 
whether you're a beginner or expert. 
SRP: £14.99 


The Outdoor 

Book 
Enhance your photography 
techniques and leam a range of brand 
new skills with this essential guide to 
‘outdoor shooting. 
SRP:£12.99 


depending on destination 


How It Works 

Book of Space 

Feed your mind and fuel your 
imagination with this amazing guide 
tospace and theuniverse from 
How It Works magazine. 

SRP: £9.99 


Web Design6 
The ultimate guide to creative 
cutting-edge web design. Discover 


how to produce next-generation web 


design projects using some of the 
hottest technologies. 
SRP: £14.99 


How It Works Book of 
Amazing Techi 


Taking look into the workings of 
someofthehottest gadgets and 
everyday appliances, this isthe 
perfect guide for alltech-lovers. 
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The Mac Book vol 6 Revised 
256 pages of practical and creative 
tutorials and in-depth features that 
willtake you through all areas of 
OS\X. iLite, iWork, Mac App Store 
and third-party applications. 

SRP: £1299 


Order online www.im_ aginebookshop.co.uk 


Remember when 
gaming was great? 


Fuel your retro passion with these classic books and DVDs 


Videogames 
Hardware 01 


Retro Gamer DVD vol 2 


Classic Videogames _ Retro Volume 3 games™ eMag vol 1 
Hi Genius Guide Inthis 256-page anthology, Bringing youthefirst 50issuesof  25classicissues of Retro Gamer 
eBook Volume 1 games™ speaks to the games™ ononeinteractivedisc,  ononeinteractive disc. Over 


2.800 pages of retro gaming 
goodness packed with other free 
rareretro goodies. 

SRP: £19.99 


this eMag contains over 7,500 
pages of great gaming content 
just waiting for you. 

‘SRP: £9.99 


Hfyoumissedtheprint versionof developers of your favourite 
thisbook, youcannowdownloadit gamesand unearths fascinating 
in digital form from Amazon. stories from the industry's past. 
‘SRP: £5.81 ‘SRP: £9.99 
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Retro Gamer Collection 
volume 5 


Retro Gamer Collection 
volume 3 


This second entry into the Retro 
Gamer Collection brings you 
some classic games of days gone 
by, including Paperboy and more! 
SRP: £9.99 


The third anthology dedicated 
to the wonderful world of retro 
gaming. Hand-picked articles 
deliver the very best content. 
‘SRP: £9.99 


The fourth anthology of Retro 
Gamer material is now better 
than ever, with the bestarticles 
from the ultimate retro guide. 
SRP: £9.99 


Prices may vary, stocks are limited and shipping prices vary depending on destination 


Order online www.imaginebookshop.co.uk 1 


Anunmissable selection of articles 
featuring timeless games and 
hardware. From Zelda to Asteroids, 
this book covers all the classics. 
SRP: £9.99 


MICRO GAMES ACTION 


THE ULTIMATE GUIDE 
TO CLASSIC GAMING 


260 pages crammed full of essential retro gaming guides and interviews with the industry's 
greatest minds, plus behind-the-scenes stories on your favourite games 


BEHIND THE SCENES CLASSICS REVISITED 


1h} 


¢ Half-Life ¢ Paperboy 
e Diddy Kong Racing ¢ Space Invaders 
e Phantasy Star Online ¢ Superfrog 


INTERVIEWS SECRETS REVEALED 


e David Braben e Arcade Conversions 
¢ Yuji Naka e Game & Watch 
e Lorne Lanning e Japanese Translation 


VOLUME04 £9.99 


ISBN 978-1-908222-3-05 
IMA 


PUBLISHING 9 "781908"222305 
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